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first issue of ZERO -  the bra
magazine for you, the 16- b W

consoles games player. Apart from a  really
stylish magazine packed with reviews,
previews, competitions, hints and tips,
we've get two amazing full price games on
the cover for free ( i.e. rather a 'bargain
price'). You won't find these games
anywhere else -  only with ZERO.

Oh, and ZERO is your magazine so if
there's anything you particularly l ike (or
hate!) or anything else you'd like to see In
It, write in and a t  us know. Now, hurry up
and blinking well read on

the

8 3 1
1News and views on everything 16- bit.

1 0  O P F v
1
"
1 1
g

Future Wars Powerdrift, Chase HO,
Untouchables and more P lu s the ST,
Amiga and PC Top Tens.

18 F P "  " I M E S !
Mery The Merciless and Recoil Two
completely original full price games - only
with ZERO)

22 FLYING TONIGHT
F-15 Strike Eagle II -  compared with the
rest. Plus Duncan MacDonald goes heod-to-
head with Martin Moth on kaftan.

29 REVIEWS
Tintin Oil imperium, Continental
Circus and more

41 COMPETITION
Win a video recorder and
Untouchables video. Plus ten copies of
the Ocean game.

46 UNDER WRAPS
David McCandless unwraps interphase
Mirrorsoft's latest.

52 ARTIFACTS
Computer graphics
expert Alan Tomkins
interviews himself
about art, life and
driving a numbe-
1 6bus out of
Cricklewood
garage.

57
CONSOLE
ACTIO
The only dedicatee
mini magazine for
console owners.
The Korth( Multi-
System revealed
plus reams of news
and reviewsl

7 4
COMPETITION
Win a Sony stacked CD
hi-fi system plus 25 Strider
games and T-shids.

7 6  STUFF
Er... iust a lot of 'WWI

81  CHIP
SHOP BOYS
Renowned musicologist Tim
Ponting shares a saveloy
with Tim Simenon of
Bomb The Bass

8 5  C 0 P
1 1 0
F T I T I
O N

Win a mega Scalextric set and some
mucho brill° Ferrari kit.

8 6  ARCADES
Dosh Eaters goes one hundred percent
doolally over Dragon Breed

91 DEJA VA/
New versions of existing titles - now here!

9 3  CRYSTAL TIPS*
And Alistair. Mr  Hell full-colour map,

Spherical solution plus POKEs and Binky
Berkmonn's debriefing_

1 0 3
THE PRICE IS RIGHT
Leslie Crowther saysCome on down to the
budget basement."

1 0 5  SUBSRIPTIONS
Get a ZERO T-shirt.

1 0 6  ADVENTURES
Mike Gerrard - the man with the beardl

111 YIKES!
Your pages - so fill 'ern! This month -
Jeremy Beadle's about, Bob McAlpine
Junior's Buiding Tips, Give Or Take plus
!acids more

Cover a nd a ll inside  Tantin illust ra t ions e re  f ro m  Explore rs On T h . M oon I M •one t ,  £ 2 5 0 1 ,
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ZERO

COP
A LOAD

OF THIS!
OCEAN IS HOPING TO
FOLLOW UP THE SUCCESS
OF ROBOCOP WITH
ROBOCOP U FOR WHICH

THEY RECENTLY
ACQUIRED THE

ONTRACT.

Apologie s to  Silica  Shop I  Of a  ra the r
•  la rge  cock-up  we  ma de  in  the  p ilo t

issue o f  ZIE010 I n  tha t wonde rfu l compe titkus
with  thre e  Am igos a nd ST 's up  to r gra bs we  sa id
that S D I  we re  g ivin g  the m a wa y,  I n  a ctua l fa ct
the e xtre me ly ge ne rous compa ny e ras a ctua lly
Silica  Shop T h a n ks ve ry m u ch  la ds. An d  sorry,

OOPS

MICROPROSE
AKES

VIER THE
WORLD
There's been-

many  a yarn
told in the
games  biz

bout  Microprose's  Yankie-
iggles, spitoon-hillbilly ,

t raw-c hewing High Chaperal
MD, Wi ld '  Bill Stealey,
Int repid as theZERO staff are
(hem) we decided to interv iew
the Big Willy  himself ,  down in
t umble weed cactus land.
Af ter a few 'accidental'
turnings  to Disney Land,
Beverly Hills, and the
Whitehouse,  we managed to
exchange a few topical words
wit h him as hewing-walk ed on
a WWII US fi ghter at about

T'ser  goes ter  a 'esti& wi th
'Wi l d'  Bil l  Shealey
28.000feet.

"Er, Bill, '  we exclaimed lag
the plane and our stomachs
whipped into a loop-de-loop),
"Whaaaaa. . .Whaaaaaa. „
What 's  y our- aaaaaahhh
hhhh,
-  
l p l
a n
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h

s pirals downwards ) "What 's

A
•

. c t i v i s i on  is about  to re leas e.  handful of  American tit les, mos t  int ruiging
, o f  which is Tongue Of  The Fatman which involves  a wres t ler whose

stomach opens  to reveal a deadly  tongue.  More v iolent ,  if  less grotesque,
are the i s  machines  in Mec hwarr ior  which inc ludes advanced three

dimens ional solid-fi ll graphics.  This  effect is also inclucled in Death Track, a
racing s imulat ion complete wit h a work ing rear v iew mirror and a high tech
dashboard.  Bruce Willis  fans wil l  be most  interested in the release of  Die Hard
a counter terroris t  game based on the fi lm of  the same name.

NOW YOU
SEE ME...
ZERO points  awarded to De Gale
arket ing and its lame excuse for the

sudden disappearance of  the Ouickicor
range of  joysticks last month.  Could it la

to do wit h certain Spect rav ideo legal
beagles get t ing heavy over the fact

that some Ouickjoy models  look '
bit like the Ouickshot? And the
name? Well chalk and cheese
certainly  doesn't  spring to mind
that quickly. No,  the Quick joy

sticks have been taken of f  the
market  because of  'c iv il unrest ' in

hi na, where the sticks are made. Yes,
nd the ST can double as a coffee machine
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THEY SLIMED 'EM

You may know that
Michael Baxter is a
well known PR
person but you
probably don't
know he's also a
female Russian spy
.(That's a lies Ed/And
did you know that David
Ward of Ocean used to run a
Roller Disco in Hollywood' rEr c ut  it
ourfdl And that System 35 Lure is
releasing a new seal culling game called
Cosh fin where you drive around in three
Ferraris bashing the poor lint, creatures
over the bonce so you can re-upholster
your Ferran's ashtray! (The last statement
was completely untrue! D o n ' t  you
believe it II you want to know what's
rumoured to be happening out there in
software land then On The Grapevine will
be telling you how it is! (And possibly
how it isn't I Ed1Consider the beans now
spelt_

Mirrorsoft has lust grabbed the
licence to Back To The Future 11- should
be out in 40008C Empire releases Dr
Doom's Revenge in November, while
Titus will be on the Wild Streets in late
December Both games will set you back
C24,99 Dragonslayer. which is due out in
January, will set you back somewhai
lunher, f2044 95 to be precise Okay
E44_95

US Gold has still not finished partying
since it managed to lay its hands on the
contract for Turbo OutRun, which it'll be
releasing whenever it leek like it!

Accolade promises some excellent
artwork with the release of Day Of The
Viper Who cares" It's also bringing nut
Blue Angels the American equivalent of
the Red Arrows

Addictive reckons that its new arcade
challenge. Hyperforce is so demanding
that Its issuing a warm up game. called
Artificial Dreams, with every Special
Limited Edition. II you survive all this then
prepare for Aquanaut an underwater
adventure in the spent of all those 1940's
Sci Fr films That comes with a warm up
program called Wet Dreams

Anyone wanting to get into games
marketing could do worse than hang
around the offices of Big Apple The
company has ceased trading and is now
attempting to sell off its product and
licences to third parties.

Cascade/Anronic won't be bothering
to buy any old Big Apple licences I ts lust
obtained the licence for the American
game Universe 111, by Ommtrend It's
taken Iwo and a hall years to develop so
should be hot stuff. So should
Grandslam's Saint And Greavsie la
football trivia game) much like the the
people themselves

More hot new-we)l,  fairly lukewarm
actually. Is the fact that Electrocoen,
importers of all those arcade games, will
be starting its own label, the first release
being Mr. Do's Wild Ride Which
strangely isn't about someone's borzare
'earlier's! habits

And finally - St Dragon is an arcade
conversion not unlike Silkworm and
should be out next year. And a Mole at
Gremlin tells us that it is working on
bringing a lamous II-bit character to the
16-bit biggies

See you next month when we'll have
uncovered even more dirty rumours! Have
you heard about Miereprose's Martin
Moth and_ (Snip' FdA

yourcompanyupto in Blighty
these days?'

"Son egad" he observed,
noting our presence for the
first time. "Hell and bury ma
head in a calf's rump, boy!
Watchya botherin' me all wi' a
dang darn fool ganumpin'
questions like 'at afore? And-a
why'syour all shirt got all

go a n d
released Debut 1ST and Amig
E24,99) in which you attempt t

save a planet that has been
nearly destroyed by man's

ambition and greed.
If on the other hand you

prefer killing things to savingl
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1 Amiga f '19.95), a vertically
' oil ing, two player shoot 'em

• p ,  might be more your scene,
And if that isn't enough i t '
s lalso releasing Iwo more games

Xenomorph (ST and Amiga
C24,99), a fantasy role play set
in the future, and The Bloody

Kids (ST and Amiga (14.95) an
arcade - cartoon skateboarding

adventure.

those diced carrot all uvver it,
musky? Ask the cotton-pickin•
limeys what we're all a doing!
Dag•nabbi t!"

One welcome landing and
several emptied bladders
later, the Stealey-eyed chap
told us that Microprose,
MicroStyle, MicroStatus,
Firebird and Rainbird labels
!Bill won the last two in a lasso/
calf-delivering compo last
'fall') would have spat out no
less than 18 dang titles by the
end of the year. Shucks! Not
only that. but the first ever
'Prose games will be making it
overto the Nintendo real soon,
via Konami and after weeks of
pacing apprehensively down
the corridors, and after
monthsof hard labour,
Microprose has finally given
birth to the long overdue F-19
Stealth Fighterarcade
machine. Watch out for it early
next year!

IT'S THE REAL THING
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months-and that's not just because it has won the oh-
so-naughty Playboy licence. It's also gained two more
promising licences in the shape of Laurel And Hardy

and Coca Cola no less. The Playboy game will be called
Playboy Golf, the only naughty bits being the caddies that
make the legendary Chesty Morgan look like a Norfolk
landscape. It should be out next month at £20 on ST. Amiga
and PC. Coca Cola International Athletics , the decathlon
could make it for Christmas, whilst Laurel And Hardy will turn
upon the Amiga after Christmas. CAL assures us that this last
number  is a totally new game (nothing to do with the awful
Advance effort of a couple of years back) and will feature all
sorts of live footage and interactive stuff.

R emember  when

those little
Darlings from
Code Masters

were living pretty
close to Starville?
Sunday paper there,
TV interview here -
they even managed
to get into Car
magazine. Well
the image-
makers
behind all
that, Lynne
Franks PR, are
back, and
they've taken
on the PR for
Sega and three
Activision games
Bomber,
Powerdrift and
Ghostbusters 11, They'll
be doing more plugging
than an electrician, so
prepare forthe first ever Top
Of The Pops hosted by a games
console and the chance to win
Powerdriftwallpa per in a five-
day Daily Mirrorcompo.

amr-7-71-17,77trzpriv:

f f

Virgin Mastertronic is all into
arcades these days and of
course the Sega Master-

System. However  it did tell
us that it'll .be launching a

new range of budget
software and, for those of

you bored of watching
Liverpool win everything in
sight, an American import

called Quarterback.
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JFUTURE

WARS
The future's not looking so
bright. It's looking positively
gloomy in fact. Aliens are
invading, bombs have been
primed and Stock, Aitken
and Waterman are still
producing records. David
McCandless took his time,
tried to think of a time gag,
failed, and plumped instead
for a sneak preview of
Future Wars, Palace's arcade
adventure - a sort of cross
between Richard
Clayderman and Doctor
Who.

DOCTOR WHO?
In the olden days, (before Peter
Davidson) when everybody
watched Doctor Who and used to
wet themselves over the
cardboard and cling-film monsters
and avalanches of polystyrene
rocks, everybody loved that word
Tardis. "You stupid Tardisl" was
the ' in '  insult, and " D id the
Tardis move for  you" was the
common post-coital cliché. But did
anyone really know that Tardis
was actually an abbreviation that
stood for  Time And Relative
Dimensions In Space? (Spook!)

ZERO

T h e  game's  f rom Paris-based
record c ompany -c um-s of t ware
programmers  Delphine.  In fact it

just  happens  to be Richard
Clayderman's  record label too,  and
apparent ly  the plush Paris ian offi ce has
port raits  of  the f rog-prince burs t ing
f rom every  orifice. Yes, we like Richard
too. More import ant ly  (probably ) is  the
fact that  the record/computer double-ac t
is about  to spawn a joyous  s ingle of
Future War's  soundtrack - on CD!

The s tory -line deals wit h the usual
t ime paradoxes  and alien invasions.
Somet ime in the future s ome greedy,
and no doubt  green and salivat ing,
aliens want  to colonise the Earth and it
seems that  we pesky humans  are in the
way. The alien armada bundles  t owards
our planet,  ready  for war,  but  fi nds itself
balked by  the amaz ingly  effect ive SDI
system, whic h blankets  the Earth. So
the aliens  change direct ion.  Quite a
drastic change in fact, s ince they t ravel
back in t ime to plant  bombs  at key
points  in the Earth's history.  They

choose Medieval,  Prehis toric
and Futuris t ic  ages. You are un-
wit t ingly  drawn into this  t ime
terrorism and bec ome the only
sav iour of  the Earth.

Future Wars  adopts the style
of the Sierra On Line arcade
adventures, wi t h each screen
more like a work  of  art than a
set des ign of  blocks as in other
'arcade adventures '.

The real beauty  of  this type
of game is the f reedom you' re
given. You explore every niche
of a screen: look behind all the
bushes, cross rivers, open
doors,  operate phones,  talk wit h
t ravellers  at a tavern,  dance
merrily  across the lawn wit h no
clothes on... er, wel l  may be not
the last but  certainly  all the rest '

You begin a humble window
cleaner, poised on a plat f orm

half -way  up the glassy facade of  a city
skyscraper. It 's a bit  detached f rom the
opening sequence, when a spaceship

Is c ress
Close

Imeemistfors. A massive IPPO gl ides
dewst whi l st hamans attack i t mod
then systematical ly disintegrates
them.  l ands — and pl op! You'r e  a
wi ndow clitemer on a skyscraper.

an al i en or  •
sight.  First get thr ough
at the top of the screen.:
grizzly boss has apples
given you a val l ey el  verbal  abuse.
Perk s h o u l d  play sense trick
on t o  get back at  him

• -

4 Once inside,  you fi nd that things
hide ether  things,  whilst sons• things
mean nothi ng,  but  could mean
something i f they di dn't  mean
anythi ag I  * l a b.  (Whet? Ed). A Ise/
Is secreted under  the carpet —
could i t ealeck? (Speak!)

INIsell s a m i n e  a re
tabled,  •  - u p  of i t p o p ( 7
1
/ 1
1 "
e i s

SUWON. Her e yew see I v  h e e n
havi ng qui ts a 001110 ar ound,  and
uncovered a map on the wai l ,  a

wri ter  and an empty d

6 After  oneich gnashi ng of teeth and
pul l ing of hai r  I 've m ad.  i i  i nto the
telepor t room.  I  suspect there are a
few * kegs I  assist seassipislate and a
few mer e I  d o s  I  must make.
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Is I .  the war . . .  •
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be other
I vor y nook

every screen must be
explored,  since most

r completely useless
r iatingly I nval uabl e
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the
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7  o f
this A  serene
Ink l o t  t t e d  wi th trews
and bushes.  • ' s  surface
ripples in the l o t  as flocks of
birds wheel  a  n  the distance.
I could tamest a s l e e p  here,  but
I 've got *eve v i s i t ,  monks to
•V0141, and wolves I s ki l l  (hint).
V

9
wol f? s e t ,
the si te s  lupi

had tot Ed) for -r og
mega-nasty-dog-l ac
(Phew!).  I f I 'm wel t
wi th the thought of
the hound and kl i l l
to be inside my un
do get  near  i t.

seeing
Sr i t u p
.r-

lost
lug

si ha t .
when I

previews

(scooped s t raight  f rom Close Encoun-
ters) descends into a forest ,  f razzling a
f ew innocent  picnickers wit h s ome
careless laser•beams.  But  this  is Future
Wars, and in a f ew locat ions t ime you're
guaranteed to be z ipped back and forth
through t ime like the Doctor's  Tardis.

Mov ing about  each screen is a
s imple case of  point ing the mous e on
the place you want  to go, and y our
character wi l l  wander over.  To skirt
objects you s imply  perf orm a quick
series of  mouse aerobics.

The right  mous e but ton pops  up the
interact ion menu.  A c ommand line
appears and you can build up an
act ions order for your character.  The
verbs are Examine,  Take, Inventory,
Use, Operate.  and Speak.

To Ex amine an objec t  you mus t  be
s tanding close to it, or else the increas-
ingly  pess imis t ic  c omput er pulls  the old
'You're not  close enough'  line.  The
same applies  for the Take c ommand,
whic h puts  the specifi ed objec t  into your
inventory.  You can carry  an unl imit ed
amount  of  objects in your inventory ,  but
you' ll fi nd that  as you solve the puzzles
the objec ts  you've used disappear.

The Use c ommand applies  to objects
In possession,  whereas  Operate is used
to manipulat e things  like beds, but tons,
door knobs and other things wit h
potent ial for sexual innuendo.  When
you select the last verb,  Speak, you
can't  actually  specify what  you want  to
say. Instead y our character just  makes
polite conversat ion wit h any  nearby
people.  Unfortunately ,  your man is a
lit t le short  of  charisma,  and the Speak
opt ion can't  be used to talk yourself  out
of a dif fi cult  s ituat ion (i.e. being faced
by a blood-c razed alien ninja and his
humming  t hermo-cannon).

Oral interac t ion is  essent ial If you
want  to progress  t hrough the game,  as
are honed aural passages (that 's 'ears '
to you! ) to eavesdrop on other people
chatt ing,  enabling you to pick up
import ant  c lues and info.

Puzzles require both t hought  and
fi nger power and lots  of  imaginat ion.
For instance, in one s ituat ion,  the roof  is
sinking, ready  to squish you flat; you
have to be quick to type in the security
code or else it 's pancake t ime,

The puzzles are HARD.  Well 'ard in
fact! Mous e pos it ioning is every thing,
and s ome solut ions  can hinge on a f ew
pixels. But  that 's  the challenge,  and I
think Future Wars  wil l keep any guhg-
ho, hamster-s t rangling,  games  Grand
Master happy  and quiet  (and of f  the
hamsters) f or months .

Futur e War s (Time
Travel lers)

PoloceiDelpbibe
£24.95

ST/Amigo
November

ZERO 1
1
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CHART
1. BLOOD MONEY/Psygnosis
2. POPULOUS PROMISED

LANDS/Electronic Arts
3. RED LIGHTNING/SSI
4. STORY SO FAR VOL. 3/Elite
5. NEW ZEALAND STORY/

Ocean
6. PIRATES/Microprose
7. SPACE QUEST 3/Infocom
8. XYBOTS/Domark
9. INDIANA JONES (ARCADE)!

US Gold
10. WEIRD DREAMS/Rainbird

A
"Ever  since I w a s  a y oung boy  . . . . "
Play Pi nbal l  Magi c  fr om Lor i ck'Is
'cos i t s  out  on ST for  E19. 99
and PC and Am i ga  for  E24. 99  l ater
thi s m ont h

•  7 . •  A r  •

3 E 5  E r . •
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WERDRIFT
tivision
t's the connection between

the Sicinhood and a Mr T
alike called Jeronimo? N o  they
't both work for ZERO, they're
of the twelve drivers competing

Powerdrift, one of Activision's
•strmas biggies. Ace programmer

has managed to coniur up a
conversion of the coin-op,
with high speed bends in

• mud and desert.
Wih a choice of five different

courses, made up of 27 circuits, this
is not one you're going to be bored
of by New Year's Eve. Out on all

mats in December. The ST costs
.99 and the Amiga/PC, £24.99.

ZERO

MOONWALKER US Gold
You've seen the fi lm._ er. . . .  well  no,  nor
have we,  so it  can't  have been that
much of  a hit ,  or may be we' re all just
desperately  unt rendy.  But  US Gold,
where everyone is serious ly  t rendy,
liked the fi lm enough to make a game
out of  it. S o  wit h a can of  Pepsi in one
hand and an oxygen mask in the other
let's get  of f  the wall and take a look.
First meet  Mr  Big, he's  the baddie and
he plans  to rule the wor ld  (pret ty
cunning eh?l. Just  for starters he's
k idnapped s ome of  Michael's  good
friends and Michael is angry,  wel l  quite
cross anyway .

Now Michael is not  just y our
c ommon or garden pop star. Michael is
heavily  into...  t rans format ion.  ' S o
what ?" you cry. We l l  lis ten we' re not
talk ing new noses or permed hair here.
No we' re talk ing serious  t rans forma•
t ions. Thank s  to a shoot ing star our

hero can t rans form hims elf  into a fl y ing
car, a s ilver robot  and even a vast
spaceship. A l l  very  useful,  t hough
embarrass ing if  it happens  at the wrong
moment  "Hel lo  mu m I want  you to meet
Michael.. .  er... Michael has this lit t le
problem but  its not hing to worry
about... hones t . "

Well it  may  be a handicap during tea
with the in-laws  but  for fi ght ing Mr  Big's
evil soldiers ,  t rans format ion is  essential.
The fi nal confl ict  sees Michael in the
f orm of  a giant  spaceship us ing a
forcefi eld to reflect the rays f rom Mr
Big's huge laser gun.

All this  makes  for some pret ty wacky
graphics. Co mb i n e  these wit h bat t le
and chase sequences and it  all sounds
like classic games  material.  Find out  just
how classic when it 's  released in
December on ST, Amiga and PC —
could be a Thril ler!



IIIMIEW I -
 This shoot 'em up, coin-op
conversion from Ocean has
taken Europe by storm and
should be hitting the streets
this month on ST, Amiga and
PC. Cabal throws you deep
into enemy territory with lit t le
more than a single-shot rifl e
for protection. All you have to
do is blast your way through
numerous tanks, helicopters

and gunships plus a whole 1army of buddies.

Last St unt man f r o m CRL is the game
that ' ll let  you prove you're tough wit h a
capital uff .  Wit h f our scenarios to choose
f rom,  parachute,  bar room brawl,  cable
car and Zombie Ailey  (which looks
alarmingly  like the ZERO office on a
Friday evening) the game puts you in a
straight  contest  between yourself  and
one other guy.  Parac hut ing may  sound
easy, but  not  when there are t wo of  you
and only  one 'chute l o s i n g  hurls .  Out
later this mont h on the ST and Amiga,
price £19.95.
V
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This is the latest blockbuster from
Ocean - the people who brought
you Batman. The Untouchables
will have six exciting arcade-style
sections that put you in control of
Eliot Ness and his elite squad of
Mafia-busters. Each level is taken
from o scene in the film, which
was set in the Chicago of the '20s,

ruled by Al Capone an• ' is  mob.
There's the warehouse bust,

the border raid, alleyway shoot-
outs, the hostage scene, the final
rooftop duel, plus the railway
station cliffhanger (complete with
runaway pram!) You can take on
big Al and his gang sometime in
November on ST, Amiga and PC.

.4 Combining elements of 720 and
Paperboy, Gremlin's Skidz has you
alternating between a  skateboard
and BMX, zipping round the town
collecting money whilst avoiding the
grannies, workmen and multitudes
of other hazards which litter the
roads. I t  looks good on the ST, but
absolutely spiffa on the Amigo, as it
uses the full screen areal Due  out on
all formats in November, and the
price? £19.99.

previews

CHART
I. BLOODWYCH/Mirrorsoft
2. POPULOUS PROMISED

LANDS/Electronic Arts
3. TARGHAN/Goinstar
4. NEW ZEALAND STORY/

Ocean
5. XYBOTS/Domark
6. RVF/Microstyle
7. DUNGEON MASTER/

Imageworks
8. STORY SO FAR VOL. 3/Elite
9. BLOOD MONEY/Psygnosis
10. S.E.U.C.K./Palace

NTACT
Firebird
Contact, on enormous space game,
starts with a  force of weird and
wonderful aliens wiping out the
entire crew of your space station.
Well that was a nice quick game
wasn't it? Oh hong on, the ship-
board computer controlled droid is
still working. and i ts  your job to
guide it round as it surveys the
damage, collects any useful items
and fends off the invading hordes.

As well as out-shooting the
aliens you'll be well advised to out
think them too. The y  respond to
your actions, so a littie thought
might save a lot of effort. O f  course
if thought is too demanding for you,
you can always just go in shooting
from the hip (or whatever ship-
board computers have in place of
hips.)

Contact is out this month on both
the ST and Amigo at C24.99.

ZERO 1 3
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previews

CHART
1. KINGS QUEST/Sierra On

Line
2. CHESSMASTER 2100/CP

Software
3. OUTRUN/Kixx
4. ROBOCOP/Oceon
5. WATERLOO/PSS
6. RICK DANGEROUS/Firebird
7. LICENCE TO KILL/Domork
8. THE DUEL (TEST DRIVE II)/

Accolade
9. CURSE OF THE AZURE

BONDS/SSI
10. LEISURE SUIT LARRY II/

Sierra On Line

Charts suppl ied by the Virgin Computer
Games Shop at the Virgin Megastore on
Oxford Street and Tottenham Court
Road. Tel. (Oil 631 1234

If Nige l  Ma ns e l l  e v e r  decided to
become a  speed cop, Chase NO
could we l l  become his ga me .  I n
fact i t could be  one  of the  most
thri l l ing 3 D  driv ing games  ye t,
when i t's  re leased on ST a nd
Amiga  lus t in time  for  Christmas.
You a nd y our buddy  s trap y our-
selves in a  turbo-charged

FIGHTING SOCCER Activision

ZERO

CHASE HQ Ocean
Porsche a nd go off  in pursuit of
nasty crims driv ing a  me ga
range o f  souped-up motors  ov e r
five levels .

You'l l  chase the  v i l la ins
through city streets, across
bridges, through tunne ls  a nd
along dirt-tracks  in y our bid to
ram the m off the  roa d.  O ut soon.

Shoot up the terrorists and
rescue the hostages (do try a
get i t the right way  round) in
Artronic's forthcoming release,
Soldier 2000. Look  out for it
later this month on ST and Amiga
priced a t £19.99.

A
Burn rubber  in DMS's Driven' Force
which is out at E19.95 on ST and £24.95
on Amiga.  Not only can you race but
you get loads of vehicles to choose
from including jet skis for the yuppies.



Strap on your entuolve GronoViiskm"
,goggles (included) and gel set for the
most spectacular visual effect you'll ever
see on a computer screen! Beyond The
Bieck Hole, the wodd's premier fulkol-
our-True Stereoscopic3-D computer
game Hold on lor the wildest ride you've
ever had

YOU WON'T BELIEVE Y O U R  EYES!

1111••••11...n •

And ii you ever want to pet back,you'll
have to deal with the blizare creatures of
The BLACK HOLE Skulls that spin,
chatter and taunt, Cheshire Cats that
pop up then disappear, Lips that entice
and kill with a smile. Magnets that exert
an eerie pull, Eyeballs that follow your
every move and dozens more.

For further information on Mindscape Products and your local dealer contact:
Mindscape Internotkonal Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 845/547
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team? I t ' s  in good nick, just  needs a
lit t le bit  of  fine tuning.  Alr ight  guy  I 'll
come clean, it 's  Manchester Unit ed
but  I mean yer k now good qualit y 's
diffi cult  to come by these days. "

If you fancy your chances at
succeeding where so many  others
have failed ( we  give Ferguson about
four months ) then have a look  at
Krisalis's Manchester United The
Compurer Game. Des igned wit h the
co-operat ion of  the c lub,  the play ing
area has been produced over fi f teen
highly  detailed screens, keeping the

players and pitch t rue to scale, Your
role in all this  can be as either
manager,  star player or aspiring
player manager.  Th e  manager's
sect ion has "animat ed icons" so you
can lit erally  bring tears to his  eyes.

The game wil l  'support '  the Konix
Mult i-Sys tem as well as being on all
other formats.  Th e  Amiga vers ion
should be out  this month,  priced
£2495 and the ST in Nov ember for
£19.95. But  be warned,  a glance down
United's  injury  list  suggests that  it ' ll
soon be s igning up all the c omput er
players it  can lay its hands  on.

MANCHESTER UNITED Krysaiis

SWITCHBLADE
G-emlin
People who like us thought Rick
Dangerous was 'the biz' will be
ecstatic to hear about Gremlins
latest, as it's by the very same
programmer! We 'v e  seen it up and
running, and if anything, it's better
than Rick!!

Switchblade is a  super smooth,
sonically superior, superbly
er....programmed stunner. The idea
is to charge round mazes, up and
down ladders, battling against the
usual collection of meanies as you
go, hunting for 16 pieces of a
sword. Why ?  Who cares when the
game's this good. It's got tons of
hidden sections, and oodles of
playability. Switchblade will be out
in November on ST and Amiga.

ZERO

With modern athletes pockets often
loaded down with more drugs than
the average NHS dispensary,
players of CRL's International
Athletics will be relieved to know
that they need nothing stronger
than a cup of tea to make their bid
for gold. Both versions are £19.95.

According to Barry  Norman,  "Elv ira is
outstanding. . .  well t wo bits of  her
anyway . " I f  you've never heard of  Elvira
she's the spook host on an American
horror fi lm show,  She's  also starred in
her very own horror fi lm called Eheirs -
Mistress Of The Dark and now she's to
star in her very  own c omput er game,  Of
the same name,  f rom Horrorsof t ,  Suffi ce
to say it 's a night rnarel I t 's out  on PC,
ST and Amiga later this  month.

AKE 'E
Take 'Em Out Artronic's new
arcade game is a rather violent,
not to mention addictive shoot
out. N o  brains but a lot of brawn
are needed to see you through
your S.W.A.T training (target
shooting). After that you're on
your own and on the streets
(people shooting). Terrorists and

OUT Artronic
civilians pop up from behind walls,
windows and alleyways. From
now on it's simply a case of, if it
moves shoot it. And even if it
doesn't! It'd be nice if you left a few
civilians alive and kicking but then
hell what's a few extra casualties?
Out in November on ST and Amigo
for £19.99!
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TWO SPIFFO GAMES

You're one shell blast short of the troppo ward (i.e. totally bonkers) if you don't think this is
a real bargain. Two completely original full price games and a brand new magazine for
£1.50. (Or alternatively, two completely original full price games for r  1.50 and a brand new
mag for minus E38.50). Whichever way you look at it, it's a blinking 'steal'!

RECOIL

Its bouncy! Its  springy! Its
Recoil. And its flippinl brilliant!
Thanks to Special FX and pro-
grammer Jonathan Smith, we've
got a truly amazing ST game on
the cover of this, the first

Jonathan's  a real pro when it  comes
to act ion packed hit s - he's programmed
a fair few inc luding Green Beret,
Hypers ports, Batman,  Mik ie,  Cobra,
Terracresta and  Firefl y  on the Spec-
t rum,  He's  recent ly  started work  on the
ST and he looks like bec oming one of
the top programmers  on this  machine
too -  his fi rst  ef fort  was  the blockbuster
Red Heat. But  enough about  the pro-
grammer.  What  about  the game?

Er.., what  about  it? (I t 's amazingly ,
brilliant ly ,  fantastic. Ed) Oh yes - it 's
pretty good actually.  There's  a cosmic
confl ict going on... you k now the sort  of
stuff. ,  wars  raging across the galaxy,
billions  dead, bil l ions  wounded and
even more  bill ions  fac ing destruct ion,
It's a very  overc rowded universe

ZERO

Larvaely1 Watch those venom spi tting volcanoes - skim oast them a l i ttle toe
quickly and you may wel l  loose your  knackersl

Everything faces complete obliterat ion -
moons, planets, stars and even Nicholas
Parsons!

The evil force that wreaks havoc on
the universe is cold blooded,  brutal and,
worse st ill,  completely  random (So it
might  not  get  Nicholas  Parsons af ter all!
Ed). Amids t  this total chaos one man (or
woman,  or amaz ing talk ing parrot  wit h
one leg and a speech impediment )
fi ghts  for the faith and the moral right  to
exist. Sounds  good so far!

Any way  you' re that  man (or woman,
or amaz ing talk ing parrot  wit h one leg
and a speech impediment )  and mus t
battle your  way through the cosmic
confl ict  -  an indiv idual crusader.  As
c ommander of  the 'Murderer '  Class
Systems Superlif t er 'Kis s  My A s s "  (Do
what? Ed) you mus t  protect  Diddy
Dav id Hamil t on otherwise k nown as
EMAR II, a tiny unstable planetoid,
home of rare energy crystal -  who's

powerf ul propert ies  are muc h sort  af ter
by both sides.

You control the main surface
defence gun emplacement which is
suspended beneath the Superlifter, a bi t
like an oversized Zebedee (or shock
absorber for all you car mechanics out
there!). You pick up energy by collecting
the crystals (those things that bounce
up and down) and depositing them at
the central ground base. Got all that. To
put it simply you've got to SHOOT EVE-
RYTHING THAT MOVES -  if it doesn't
move it's probably a bug!

CONTROLS
JOYSTICK Left/Right - Superlifier direction

Up/Down - Gun turret position
Fire - Photon release

Spot. Bur - Knock° bombs

Recoil autoboots so just place it in
the ST arid switch on.



Keep your waistl ine to the same propor tions as Jerky Wi l son's i f yip's
want to survive l ong enough to col lect the gems- Oh,  and watch out  for
thie buzzing border ,

MERV THE
MERCILESS

Courtesy of ZERO (and with a
little bit' of help from Probe
Software) we bring you Mery
The Merciless, a rather engaging
little chain-saw jaunt in Goblin-
land for Amiga owners

Here's the story benind Mery  The
Merciless.

"Merv's a Troll.  A part icularly
annoying git  of a Troll,  in fact -  so he's
been banished f rom the land in whic h
he lives to spend the rest of  his days in
a place which is less than pleasant.  But
he can always try to escape, can't  he.. ."

Erm, and that's it. Yes. It was n' t
really much of  a story, was  it? But  that 's
the kind of game this is -  downright
simple. But, luckily, as wel l  as being
downright s imple it 's also inc redibly
addictive and blink ing hard to finish.

You cont rol Merv .  And what  you've
got  to do is walk  around collect ing
things, av oiding other things  and
mak ing sure that  at no t ime do you
touch the four screen borders  -  because
they're ma d e  up of  chainsaws,  and
they 'll k ill you on contact_ Av oiding the
borders  on sc rolling games  (which is
what  this is: a f our way  scroller,  v iewed
f rom above) is  normally  s imple.  You
stay in the middle of  the screen, and,  as
you mov e,  the screen mov es  wit h you_

Not so in Mer y The Merciless!
In Mer y The Merciless, it's the screen

that scrolls  around on its own.  What  you
have to do is keep up wit h it  (i.e. away
f rom the edges).

In an ideal world,  this  wouldn' t  be too
hard really .  But  as you know,  this  isn't
an ideal wor ld  (lust have a word wit h a
Scott ish person about  Poll Tax  if  you
want  proof ).  In t he land that  Merv 's  been
banished to, there are rivers to drown in,
mazes to get  caught  in and land mines
to be t rodden on.  Wit h the cont inuous ly
random screen scroll it 's  very easy to

freebie

panic as the chainsavw blades head for
you, mak ing you run into s omet hing
nasty, and,  well,  bas ically  you keep on
get t ing k illed.  Unless  of  course you are
fantast ically  quick-think ing wit h the
react ions of  a cheetah.

As if  avoiding the edges of  the
screen and all the numerous  t raps
wasn' t  enough to contend with,  Mery
also has to collect  nosh (i.e food) and
dosh (i.e. erm,  dosh).  If he gets enough
dash (diamonds ,  gold bars, coins  etc),
he can eventually  af ford ' the giant
chainsaw' whic h' l l  enable h im to cut
himself  a hole in the border fence and
escape (which means  you've fi nished
the game).  However,  if  Mery  doesn't  get
enough nosh (f ruit ,  bacon & eggs etc),
you' ll see the ' t ummy  icon' at the top of
the screen get t ing t hinner and thinner.  I f
it gets too thin, Mery  pops his cork. As if
this  wasn' t  enough Y o u  mean there's
more? Ed). there's  a t imer Ian egg-t imer
to be exact) ' t ick ing' away  in the top left
corner of  the screen. You don' t  want  this
to run out ,  so you have to top it up.  But
to t op it up,  you have to fi nd the ' t op-up
icons', whic h are scattered around -  but
there aren't  very many ,  so use t hem
wisely.

And that, as they say, is  that. Totally
s imple but  well hard.  We' l l  leave you to
discover what  some of  the icons do,  but
here's a lit t le hint  about  what  happens
once you've got  the chainsaw -  "t he
t imer's  got  to run out  before you can
escape!"

So what  are you wait ing for - go and
load it  up now.  Oh Y o u  have already.
Erm, sorry

L OAD I N G

CONTROLS
Up and Down, Left and lerrn) Right

I Switch on Amiga WITHOUT Mono
in the drive. 3  Wait for 'insert disk
icon' to appear and then insert
Mery disk. •I f void have a one
megabyte Amiga Mery will
autoboot automaticall

BIRRA BOVVER, GUY?
If you have trouble loading your disk please take  the
following steps.
I .  Make  sure you are loading the disk into either  an ST
or Amiga.
2 . Try resetting the machine and re loading.
3 . Remove the HP sauce from your disk -  which you ac-
cidently dropped in your lunch.
4 . After severed futile  allessps to load either Recoil (ST
ONLY) or  Mery  The Merciless (Amiga ONLY) -  give up!
5. Place the disk, with a  litt le  note explaining the prob-
lem, a long with a  stamped addressed heavy-duty enve-
lope in a  (iffy bag.
6 . Send it  to ZERO Disk Returns, Interceptor Ltd., Calieva
Park Industr ial Estate, Aldermaston, Berkshire RG7
4 0 W.
7. Go and buy another copy of ZERO so you can play the
games while  you're waiting for  your new disk.
8. Go on a  camping holiday in Sweden.

ZERO 19



I F  A  top qua lity sound sa mplingsyste m a t a  re a list ic price .
100% ma chine  code  softwa re  for
rea ltime  funct ions.
M lle s sa mple  e dit ing.

2 5  b u i l t - i n  i n s t r u m e n t  a n d  r hy - thm FREE CABLE S
choices_

3 me tre  long M I D I  CablesUses FM  synthe sis. comple te ly FREIE!' (norma lly l b  991
PullM I D I  sta nda rd.

ACTI V I S I O N ST VERSION
MUS I C S TUDI O O NL Y  £ 7 9 . 9 9

A fu ll fea ture  M I D I  Re cording
AMIGA VERSION

WI TH MI DI  I NTE RFACE

Studio,
A m u lt i cha nne l sequencer with
re a ltime  input a nd fu ll e d it ing
fa cilit ie s,
Comple te ly me nu drive n -  fu ll ONLY E99.99
Moose con t ro l.t r
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ReaI time  fre que ncy d ispla y.

Pull M id i in te rim .,  io t  A.3 0 0 /
2000 iplease  sta te  mode l).
Compatible  with  most le a ding
packages fincluding D / M usic) .
M idi I n  M i d i  Out  z3  M i d i  Thru .

8  Po lly Opto isolated_NLY £34 .99
M I D I  C A B L E  -  3  M e tre  Le ngth
ONLY £6.99

0

Variable  sa mple  ra te  & p la yba ck
speed,
Separate scro ll line  wa ve form
windows & a oom funct ion wit h  Ed it
windows for fine  a ccura te  e dit ing.
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record t rig  le ve l. I F package.other m usic u t ilit ie s
O N L Y  E 6 9 . 9 9  PLEASE S TATE  A5 0 0 / 1 0 0 0 / 2 0 0 0  OR S T V E RS I O N £ 5 9 . 9 9

1 MEG RAM
UPGRADE KIT
5121( o f  "ASTR AY.' to  bring your
520  STFM  up  to  a  fu ll 1 0 4 0 KI ,
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aoldering job a ch ie ve d  by a nyone
who ha s a  lit t le  e xpe rie nce .

ONL Y £ 7 9 . 9 9

A TOTAL MIDI MUSIC
PACKAGE
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1MEG INTERNAL
DRIVE UPGRADE

Amiga  ve rsion come s comple te
with  "JAM M ER " softwa re  for
pla yba ck/ se que ncing o f  your
recorded sa mple s.
Lots o f  use ful fe a ture s

ST ve rsion ha s M I D I  p la yba ck
option. Pla y re corde d sa mple s via
exte rna l M I D I  ke yboa rd.

Replace in te rna l 5 0 0 K drive  wit h  a
full I  me g unit ,
Top qua lity drive  u n it .

Pull fi t t in g  ina tructiona -

Ea sily fitte d,  no  spe cia l skills
re quire d.

D i r e c t  p l u g  i n  r e p i n c e m O n t .

Ava ila ble  now
,
When cona ide ring a  drive
replacement re me mbe r tha t
qua lity is most  importa nt .

ONLY £69 .99

Y AMAHA S HS  10  FM
S Y NTHE S I S E R KE Y BO ARD

Supe rbly style d  guita r-type
keyboard with  shoulde r stra p.
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ONL Y £34 .99
UNBE ATABLE  V ALUE  P ACK - THE  YAPAAHA S HS  1 0  FM MI DI
CO MP ATI BLE  G UI TAR- S TY LE  S Y NTHE S I S E R,  THE  ACTI V I S I O N
MUS I C S TUDI O  S O F T W A R E  P LUS  THE  MI DI MAS TE R I NTE RFACE
TO CO NNE CT TO  Y O UR CO MP UTE R S Y S TE M

Very simple  to  use .
MI DI MAS TE R I NTE RFACE

Trackznasta r t ra ck displa y unit  is a
must for the  d isk use r.
Simply plugs in to  d isk drive  port of
the ST.
Displa ys t ra ck number,  d ia k side
and re a d / write  sta tus a s the  head
moves a long the  d isk
Has da isy-cha in socke t  to  conne ct
e xte rna l drive .
inva luable  for ide nt ifying protection
trucks e tc.
Two digit  LED  displa y.

Displays up  to  t ra ck 5 5

Works on both inte rna l and externa l
dr iv e  l a w i te b a h i e l
Complete  hardware  Solution n o
software  re quire d.

This u n it  conne cts your compute r
to a ny M I D I  instrume nt,
Fu lly °p lc. isola te d -  M IDI  IN_ M IDI
OUT, M I D I  T R I M
Only re quire d for the  Amiga '



EXTERNAL 3.5" DISK DRIVE
M etline extra  low profile  unit  -
only 6 ' long'
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g  Throughport a llows da isy-cha ining
v o the r drives (Amiga  only).

IF A  superbly style d case finishe d incomputer colours.
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Good length cable for positioning
on your desk e tc.
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ADDE5 FOR COURIER DELIVE
EXTERNAL DRIVE S WITC H

Switch in/ out of  externa l drivers.

Save on memory a llocated for
dtivet not curre ntly in use .

256 z 256 display with  1 6  gre y
levels
Mealtime frame grab I / 5 0 t h
second
Takes standard composite  Vide
,
'
Input from camera or Vide o
recorder
.Screen update I  frame  pe r se cond.
single. continuous or buffered
&spier'
Load. Save M eanie *  including LET
Save
Edit picture, cut,  copy. paste  and
undo.
Special effects, reverse ,  nega tive ,
mirror. compress, e tc.
Increase the width of  the  displa y
to 320 z 256 a utoma tica lly or
manually

IF Mugs Into the para lle l port  o f  yourAmiga 1000 /500 /2000 .
Cornea complete with  it s own
power pack.

ONLY E89.99

ST TIMEKEEPER
CARTRIDGE
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you (witch on your ST
Works with most GEM  type
applications
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alarm clock u t ility.
ONLY £29.99

5.25 EXTERNAL
DISK DRIVE

g  Add an external 5 ,25" D isk D rive  to
✓ your ST..

IF 40/90 tra ck switcha ble .

g, Up to 7201Ill
Ideal for PC D itto e tc.

g Attractively style d in  compute r
✓ ca pon .

✓ Comm complete with  I ts own power supply unit  bu ilt  in .
5,29 D isks are much cheaper loca l

ONLY £99.99

AMIGA VERSION SINGLE
DRIVE

ONL Y E69.99
ST VERSION

ONLY £89 .99  WIT/4
FREE OCP ART STUDIO

E ONL Y El  29 99
RV IF REQUIRED

(AMIGA ONLY)
I F  D P I  & 0 F 2  controlle d.
ONLY £ 9 . 9 9

•  H ig h  qua lity d ire ct  re pla ce me nt formouse on  ST / Amiga .

1 1  Te fl on glide s for smoothe rmove me nt.

I F  R ubbe r coa ted ba ll fo r m in im u m  slip .

•  Op t ica l syste m counting 5 0 0 / m m .
Speci a l  otter  t r e e  m ous e

m a t  + m ous e  hous e
(wor th C7. 99).

ONLY £29.99
C OM Pt ET B ( ST AT E I T  ON  AM I GA)

512K RAM
EXTENSION

CARD
g  Ava ila b le  wit h / wit h o u t  ca le nda r/
v  c l o c k  option
✓  S im p ly plugs in te rna lly in to  A5 0 0slot.

I F  Sw it ch  in / o u t  w it h  switch  supplie d.

I F  F it t e d  in  minute s n o  solde ring e tc.

✓ Acce p t s 4 1 2 5 6  DRa ms [ze ro KRAM fi t te d i.

,  W it h  ca le nda r/ clock onboard t im e /date a utoma t ica lly booted
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NLY £19 .99
FOR STANDARD CARD TO
ACCEPT 512K
ONLY £34 .99
FOR VERSION WITH CLOCK!
CALENDAR
NB TH ESE PR I C ES AR E FOR  BOAR D S
WITHOUT R AM  CHIPS,  PH ON E 0 7 8 2
744707 FOR  R AM  PRICES,
PHONE FOR  LATEST FULLY
POPULATED BOAR D / R AM  PR I C ES.
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An e a sy to  handle  Ha ndy Sca nne r
fea turing 1 0 5  ntm sca nning width  &
400 dpi re solution enables you to
reproduce gra phics & te xt  on your
compute r scre e n
Adjusta ble  switche s for brightne ss
& coot  rast
Printout fo r Epson compa tible s.

With Genlacan you  have  the  a b ilit y
to e a sily sca n ima ge s. t e xt  &
graphics in to  the  ST / AM I GA-

vs
,

A powe rful pa rtne r for De sk Top
Publishing
Powerful softwa re  a llows for cut &
paste e dit ing of  images e tc
Save ima ge s in  suita ble  forma t for
most le a ding packages including
DEGAS. NEOCHROhtE,  FLEET
STREET. D ELU XE PAI N T e tc
Unmatched range o f  e dit/ ca pture
fa cilit ie s sim p ly not offe red by
other ma nne rs a t M i t  unbeatable
price .

SPECIAL OFFER
COMPLETE WITH OCP ART STUDIO (ST) OR

DELUXE PAINT SI AMIGA1 FOR O N L Y  E 1 8 9 . 9 9
INCLUDING H AR D WAR E/ SOFTWAR E

.1,1 O RDE RS  NO RMALLY  DESP.
-,  , W T r U L
N  4 8  
H R S
HOW TO ORDER
BY PHONEEll Tr =
0 7 8 2  7 4 4 7 0 7

2 4 br Cre dit
Card Line

BY POST
r
7
7
-
1

Send che que s/ POs made
payable to

Date! Ele ctronica "

FAX
0 7 8 2  7 4 4 2 9 2

UX ORDERS POST FR EE
EUROPE AD D  L I

OVERSEAS AD D  £ 3

PRICES AN D  SPECIFICATIONS CORRECT AT  TI M E OF PRESS
AND SU BJEC T TO CHANGE w iT t io t r t  NOTI CE

CALLERS WELC OM E-  Please  re se rve  geode by te lephone  prior to  visit

I F  i  •

, 449' % . 3 1
1

DATE L ELECTRONI CS LTD. .  FE NTO N I NDUS TRI AL ESTATE
GOVAN ROAD.  FENTON.  STOKE-ON-TRENT.  ENGLAND.

SALES ONLY
0 7 8 2  7 4 4 7 0 7

TECHNI CAL ONLY
0 7 8 2  744324
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Digital Integration has finally forayed into the
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McCandless found himself dwarfed by height
and brain power when he quizzed director
Dave Marshall on some of the realities behind
"the most realistic flying experience..."

ZERO

Da v e  K.  Ma r s ha l l  is not a man you'd smugly challenge to a game of Trivial Pursuit.
About six foot five of pure intellect, Dave (or 'sir' as he let me call him) is one of those guys
with lots of those impressive abbreviations after his name, A bachelor of science, a
chartered engineer,  and a member  of the Institute of Electrical Engineering, he's the only
person in the country with an A4 business card.

He founded Digital Integration with fel low brainbox, Rod Swift. Their  interest in the
cerulean world of flight sims led to Fighter  Pilot, their first release which took to the skies on
the Speccy. Since then they've had something of an autocratic rule in the flight sim world,
perhaps rivalled only by Microprose. Finally this year Digital ventured into the 16-bit market
with its newest and most ambitious release to-date,  F-16 Combat Pilot, behind which is two-
years of research, sweat, toil and more sweat from the five-strong production team.

But you can't just wake up one sunny morning,  fry some eggs and then suddenly
decide, 'Right I'll write a 16- bit flight simulator today. Research is everything, So what sort
of research went into F-16 ?

"Apart from getting every publication available on the F•16, one  of the first things we
did was to go down to the flight archives and look at early test flight reports," said Dave.

Simulators are complicated beasts - full of moving shapes, angles, views, algorithms
and other  weird things. Are there a lot of complicated calculations in Combat Pilot?

"Yes, there's a phenomenal  amount of maths that just goes into the aircraft modell ing.
Even the various weapons systems, their maximum range, effective speed and motor  burn
time all vary with alti tude and aircraft configuration."

By now I was experiencing thorough cerebral-inferiority, so I cunningly changed the
subject, pretending I 'd understood every word that had been said and switched to the
game-play aspect. Was it an effort to achieve a balance between reality and gameplay?

"There's certainly a tendency to immerse yourself in reality and neglect pleyability, so
with F-16 we  decided to place as much priority as possible on gameplay as well as
technical accuracy."

But surely you can't recreate every facet of a 10 million pound piece of hardware on a
300 quid home computer?

"You have to make certain approximations of course. There's no way you'l l  crunch
through all the partial differentiation equations
of a plane at 10 frames per second. But the
'feel' of the game is all important,  that's why
we use pilots to come in and check it."

The scope for F-16 flight-sims and further
conversation on the topic seem exhausted.
What direction will DI take now?

The Harrier is an aircraft I've also been
keen to tackle. But we're working on an undu-
lating terrain game.  A helicopter or a  ground
bombing aircraft flies very low, and you get a
phenomenal  impression of speed at that
height.

"We always have open (vastly intelligent)
minds. We've had an enormous request for a
civil simulator. And we have an idea," David
hints secretively, ' that  would have a very wide
appeal wi thout having to carry sidewinders on
the wings."

What sort of game DI will launch in the
future seems uncertain, and my attempts to
coax Mr  Marshall  into revealing anything failed
dismally. But I imagine that whatever game it
is, it's sure to be good!

FIGHTER
•  PILOT
MANOEUVRES

nough

t o r s  e

manoeuvres) Ed)
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you memorize the functions of an entire keyboardful of buttons? Do
you say 'Roger that, over. Copy?" when asked to pass the salt at
dinner parties? If you answered 'yes' to the first two then you're
obviously a bit of an 'armchair pilot'. If you answered yes to the third
then you're obviously a little bit of a dickhead. We got our two
resident dickheads (David McCandless and Duncan MacDonald) to
take a look at the rise and rise of the flight simulation.

AVIATION CELEBRATION TIME

"Eat l ead,  J ohnny  Geddes* i t "

Riot Agent  O r a nge ,  J ohnny  ° m e t a l "

"Eat s i dew i nder ,  J ohnny  E x tr e m e l y  Rich O i l  M a g n a
-
t e l l ! "

With the huge number of flight Sims on the
market we decided it was 'high' time someone
fly-tested four of the best.

F-15 STRIKE EAGLE II
Microprose
Me c c a :  The big boys at Microprose
think, eat, swallow, sweat and
breathe flight sims. Under  the
watchful eye of 'Wild Bi l l  Stealey,
they've been churning out flight
Sims for years, decades even. F 15
Strike Eagle II is their latest and yes,
greatest sim, centred around the
famous yank plane.

The missions are centred on real places, namely Libya,
Vietnam, the Middle East and the Persian Gulf, with both real
and (hopeful ly) hypothetical  occurences, The gartieplay is
basically 'seek and destroy'.  Attenti on to detail is exact with
every major  hill-top, town,  mountain and known SAM (surface-
to-air-missile) site painful ly positioned to the inch.

A lot of attention has been paid to the cockpit design. All the
latest technology that clutters our  cockpits today is there. A
camera screen zooms and focuses in on your selected target, be
it an enemy plane, SAM site or  elderly pensioner. The radar
display gives you a computer-inter-
preted view of the surrounding area.
The map section shows an ordnance-
survey-style map of your  targets.

F•15 Ii is graphically outstanding
lespecially in VGA mode).  The sky and
ground is stippled - not restricted to just
uniform blue or brown - a nd they meet
in the distance as a hazy horizon. Also,
the enemy planes don't just explode a la
Falcon but disintegrate, shower ing you
with fragments.

Another  nice feature was the
exterior views. Not as extensive or as
complex as Falcon admi ttedly,  but the
missile view alone (which places a video camera
your missile) makes the game worth playing.

As for hassle I found that controls were slightly bulky, end it
was difficult to perform the very subtle (but immensely skillful)
movements (features of my flying prowess) wi thout gaining and
loosing about 200 feet in altitude. This unwieldiness also makes
landing very tricky, since the runways are very short, much like
Duncan's ( S n i p e  Ed) II was going to say wildebeest) and
you have to prepare your final approach well in advance.

Despite this, Strike Eagle II is an excellent simulator, ren-
dered very playable by Microprose's own admission that it

"stripped away all the
boring el ements
- o fflying. Whether
napalming villages in
Vietnam rates as 'fun'
is debatable,  but
Strike Eagle II is very
fast, very challenging
and very good.

OVERALL SCORE 8 9

AVAILABLE N O W

on the end of

CONTINUES OVER
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arus was  a Greek legend (What 's
he doing here then? Ed) who was
incarcerated on Crete and dec ided
to escape by  building himself  some
wings .  But  guess what  he built
t hem out  of? Yes. As  we all know,
he built  t hem out  of  wax. But  why

l i
b
w
a
x
,  
e
s
p
e
c
i
a
l
l
y  
a
s  
t
h
e
r
e  
w
a
s  
a  
l
o
a
d

of balsa wood ly ing around? We did some extensive
research, and can now reveal the answer,  whic h is this:

. I c arus  was  a total prat !

Throughout the history of the world manhas sought to emulate the flight of thebird. Many have made it, but few haveflown with such style, such finesse, andsuch total disregard for the safety ofothers as these famous flyboys.
Ic

Zipping f o r i  a b o u t  eight  t ril l ion
years, we fi nd ourselves in the middle 111
of the Second World war.  Look up in
the skies over the English Channel and
you' ll see s ome Spitfi res.  Look ins ide
one of  the Spitfi res and you' ll see a

4rather bizarre s ight  - a pilot  called
Douglas  Bader.  'What 's  so bizarre
about  that?' you ask. Well,  have a look
at the bot t om of  his torso and count  his
legs. That 's  right :  t here aren't  any. It 's a
zero limb-count .  The clot  lost  his  'pegs '
whi le s howing of f  one day in his
'wizard kite' (i.e. his  plane) • he didn' t
las mos t  people think) get  t hem shot

off in bat t le at all.  St ill,  all c redit  to Stumpy ,  he went  on
to c ommand his  own fi ghter squadron,  shot  down
30,000 'huns ' and s ingle handedly  won the war.  Hoorah!

10.11 i l P s
And wit h one fell swoop,  it 's  almos t  back
to the present  day. A humble hospital
radio spot  for lathe-operator Mike Smit h
led t o f ame as a Radio One DJ, whic h
very soon led to more f ame (and consid-
erable fortune) as a sought  af ter TV
presenter - it  wasn' t  long before he had
enough money  to af ford his  own helic op
-ter. His  fl y ing lessons went  well,  and
before you could say 'Nescafe: it 's  in the tas te
.
,  M i k e  a n d
cuddly  girlf riend Sarah Greene were 'up up and away '  in
their beaut iful Jet  Ranger.  Then,  one day, s illy  old Mik e
tried to land on a tree. St ill,  t hey 're alright  now though.
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mo i Wt o p  gun'  of  the -
c omput er industry ,  Mic ropros e's
ex-RAF boy  Mart in,  likes nothing
better than to hone his  skills on
the c ompany 's  "v ery  very  (very)
realis t ic" fl ight  sims. And if  I was
an amus ing person I could draw
a very humorous  analogy  be-
tween his  surname and his  preszi.
ous occupat ion - but  I 'm not  an
amus ing person,  and besides I
don' t  k now what  'analogy '
means.

•-ols

ZERO

:) FLYING TONIGHT
FALCON
mirrorsoft
Durbc: Not  the first, not  the mos t  recent,
but  arguably  the mos t  enjoyable fl ight
s im current ly  available on 16 bit.
Arguably? Well,  let 's  have a butchers!

For me a ZERO Hero game (i.e, one
that scores 90 plus) not  only  has to be
good in itself, but  the ' f ront  end' and the
way  every thing else t ies together has to
be wel l  t hought  out  too - and equally  well
executed. In Falcon i t  is.

Hav ing typed in your 'call s ign'  (Colonel Love Piston in my
case), you progress  to the Miss ion Select  screen. Here you
choose one of  the twelve miss ions  (i.e. bombing an enemy
runway  protected by  SAM sites and Migs ) and pick your own
rank • f rom First  Lieutenant  (indest ruct ible) t hrough Major
(hard) to Colonel (bordering on the imposs ible • except for
mega-beings ,  hem hem).  A click on the mous e when you' re
happy wit h y our select ion takes you onto the 'arming your F.
16' screen, where an animat ed Sergeant  lets you k now if your
requests can be backed up by the ammuni t ion stores: the
'conversat ion'  of ten goes like this....

"Can I have the an ALO 131 ECM Radar J amming Pod
please, Sarge?"

"Sorry  Sir, Bob took the last one."
Anyway ,  this  brilliant  f ront  end out  of  the way  means

that you're actually  ready to fly. Click on 'Take off '.
Wow.
This  is rather splendid actually  - in fact it 's  bet ter than

that. Th e r e  are so many  v iews  to choose f rom.  Inside the
cockpit you get  the s tandard forward,  back, lef t  and right  wit h
all t he cont rols  and but tons  and stuff  in s ight  a n d  f rom there
you can go to ' look  up mode'  where you get  these same
v iewpoints ,  but  wit hout  the c lut ter of  the controls.  Instead of  a
thin s t rip of  the outs ide world,  you get  a full screens-worth.  If
you take off, bank  to port  and look  Out of  the left  window in
this ' look  up mode' ,  you get  a fantast ic feeling of  being there.

You can also choose to v iew the act ion f rom outs ide the
aircraft, whet her f rom the the cont rol t ower (watch yourself
doing low level Biggin Hill s tunts over the airfi eld - whoops ,
crashed) or f rom the ' remot e camera'  that  can be rotated
around the plane giv ing you a full 360'  pan, wit h zoom opt ion.
And there's  a 'satellite v iew'  as well.

Hav ing taken of f  (i.e. hav ing memoris ed all the but tons
and not  crashed into the cont rol tower),  bung y our af terburner
on full power  and c l imb to 60,000 feet. There's  a lot  of  desert
below you, wi t h t iny  wiggly  blue lines, s t raight  grey  lines and
lit t le orange pyramids .  Stick the nose down,  drop to angles
one zero (hem hem again) and these reveal themselves to be
wide rivers, detailed roads  wit h bridges,  telegraph poles etc,
and absolutely  ginormous  mountains .  This  is your 'manor'  •
your 'patch'.  Ten thousand square miles  of  desert  populated
by enemy  landing-s t rips ,  SAM sites,. bridges, buildings  and
MIG 21's. I t 's an idea to fl y around for a whi le to familiarise
yourself  wit h the surroundings .  Then it 's  t ime to learn how to
use all those weapons  you got  f rom the Sergeant  - whether
we' re talk ing high alt itude dive bombing,  l ow level miss ile
strikes, or air to air s idewinder combat  against  the Migs.  You
can always  choose the Milk  Run miss ion,  where you have to
bomb three pract ice buildings  on f riendly  territory  - but
eventually  you' re going to have to cross ' the f ront  line',

I'll c ome clean, t hough - my  fi rst taste of  blood land I got
court  mart ialled for doing i l l  was  when I shot  down 'Bob'.  (The
greedy lit t le bugger! )r=r1:1 92

AVAiLdliBil N O W

C
t i p  Tha nk s  to Mar ti n at  Silica Shop,  wi thout whose helpthis stor yboor d woul d never  have got  oft tho ground.
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BANDITS AT THREE O'CLOCK
(Oh good, we 've  got half an hour to spare then...)

We bet that a lot of you 'armchair flyboys' would love to take on a professional fighter pilot.
So guess what, that's exactly what we did. We dragged Martin Moth, PR 'supremo' at Micro-
prose, into the office to take on Duncan MacDonald in the head to head option on Mirrorsoft's
Falcon. Martin is actually a fighter pilot - he's been in several wars and has killed over 270
people. (Pardon? Ed) Um, well, the flying bit's true. Anyway here's what happened.

Wet hors I am up in the sky: and what a lovely
day it is. I think I'll find a nice spot. put the old
crate down and hove a picnic. Yes, that's a
wizard idea. rii just make sure Mothy's not in
the vicinity a  quick chuck out of the starboard
window should put me at ectio..,.

Yikes and a couple of the bullets seenn to hove
ricocheted through the canopy as well. Oh dear,
I'm suddenly finding it hard to breathe for some
reason. Corks, I'm blocking out. (Explosion
sound as plane and pilot clisintigrate.)

eight! Now I *
m e a n  
b u s i n
e s s .  
W h
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Major Martin bloody clever-dick-air-ace 'Moth'?
What a stupid name anyway. Hmm, well -
there's the airfield he's supposed to be
protecting- Hee hee. As he's not around. I think
I'll bomb MI

Tally hol I'm up again, and this time I'm on the
cod's toil. Just a quick tap on the return key to
arm my AIM 9•L's. Locked on. Right, Moth, try a
couple of sidewinders up the jocksy for size.
Woosh, woosh. Ho ho his his. At last. Revenge is
sweet,

Yes. All nice and quiet out there. Hey - look,
what a super spot for lunch: a picturesque
bridge and river setting. Most calming. Oh
dear...what's that beeping sound? Oh, it's the
warning indicator. Maybe I should have a quick
peek out of the rear window.—

Right, Moth, I learn quickly you know. No picnic
thoughts on my mind now! You'll not find me
such an easy target this time round...

Acit acts ocitt Oh nal Peppered again by Moth
(the blighter). Still, damage isn't heavy this time
round, so maybe I can get the kite down without
pronging her too badly. Afterburner off, throttle
down, flops down, airbrakes on. Um,
undercarriage down. Earth ahoy

There he goes. A taste of his own medicine,
Aoaciaahl What a good feeling it is to see a real
fighter pilot foil from the skies. Following his
flaming descent seems a bit cheeky, but I need
to gloat over such a brilliant kill. Down you go,
Major Moth, off to the officers mess in the sky.

Erm. Er. Urn, Oh dear  (Expl osi on sound us
pilot and plane disintegrate-)

Oh dear, I'm not going to be able to pull up in
time • I'm going to 'buy the farm' again. Still,
there's just time to tell you the final score. In a
'best out of eleven' it was Mothy six. Duncan
five. (Explosion sound as pilot and plane
disintegrate)

1

Yonaoarrrrrrgssggithhhhhhh11111 He's shooting at
me. What a scoundrel! Ping ping ping
tweeeeeee„.. oh no, his bullets hove ricocheted
off my foldaway aluminium picnic table and
pierced the food basket (bang go my cheese and
pickle sarnies)...

Ask ack ark. Oh dear, maybe you will. fliimey.
I'm not too keen on this 'heading out of control
towards the earth at 700 knots' lark • still, it
gives me time to check my Yaw Pitch and Yaw
Roll instruments.Yes, they're looking good.
(Explosion noise as pilot and plane disintegrate.)

CONTINUE

ZERO



The new ice age is upon you. Based on a newly colonised
island, you struggle to keep warm and your food crops
alive. Suddenly, you learn of a tyrannical dictator about
.to launch an attack upon your island.
As Commander of FVPF (Free Village Peace Force), you
must initially warn other members of your force and,
together, set about defending your territory along with
your most valuable possessions, the heat mines.
Combining a truly stunning 3 dimensional landscape

MIDWINTER
with plenty of action features, Midwinter, nevertheless.
needs a great deal of strategy and guile in order for your
forces of the FVPF to survive and defeat the invading
forces.
Developed by Maelstrom, Midwinter, is set to be yet
another classic from the Master of Strategy, Rainbird.
Available for the Amiga, Atari ST and IBM PC and
compatibles.

Rainbird — Masters of Strategy.

Unit 1, Hampton Howl Industrial Estate, Telbury, Glos. G U K a  Tel; 0666 :104326/504412



FLYING TONIGHT
•  •  •

MEI

INTERCEPTOR
Electronic Ar ts
Dav id:  Interceptor
raised a f ew eyebrows
and dropped a f ew
chins way  back in '88

when it  first appeared.  It was the fi rst
flight sun to use exterior v iews and fast
filled-vector graphics. It was  also special
because it  was centred in this wor ld - in
the San Francisco district  to be exact -
as opposed to the c ommon-plac e
imaginary batt le-field.

The exterior v iew is great  fun. At  the
press of a key, you're shunted outs ide
to be given a panaromic  v iew of  your
craft. You can also get  the choice of
watching your aerial stunts f rom the
control-tower or aircraf t  carrier.

Before you can go on 'act ive service'
and take on the Ruskies though,  you
must perform a perfect  landing on the
aircraft carrier f rom whence you came.
This is quite tricky la subt le test of
timing, precis ion and flukiness) but
rewarding, when you see the miss ion.

Mat's a funny shaped boat.  Hmm.
Maybe I ts  a submar ine.  I I I  bomb i t
earvay.

The missions divert  f rom the usual
hum-drum seek-and-destroy types,
providing a broad and - dare I say it  -
exciting range. Bu t  the real beauty  of
Interceptor is that it 's not  a fl ight
simulator or an arcade game • it 's  both!
ft has enough reality  to please the
technical purist, and it 's accessible
enough to attract the hardened t rigger
man. Once loaded, you can be fl y ing in
moments, and crashing in seconds. The
more complex and detailed elements  of
flying have been s t ripped away .

A couple of  things irritated me
though. The security system, whereby
you type in a code EVERY t ime you start
a mission or crash. And the fact that
you can never get close to the MIGs,
they always stay as dots on the horizon.

Overall t hough Interceptor is  as
good a stepping stone between arcade
games and fl ight  Sims as you're ever
likely to find and i t ' s  absolutely  ruddy
brilliant fun to play  to boot.

OVERALL. O R E 8 5

F-16 COMBAT PILOT
Digital  I ntegr at i on
Dunc :  This  is the one that  came out  hot  on the heels of  Falcon:
and the inev itable comparisons  were drawn,  wit h mos t  crit ics
c oming down on the s ide of  the Mirrorsof t /Spec t rum Holoby te
game.  At  fi rst  I agreed wit h this  • but  hav ing played Combat
Pilot  for a while,  now I 'm not  so sure.

The game (sorry,  s imulat ion) is very  muc h the same as in
Falcon, You' re in charge of  an F-16, and you have to select
miss ions and armament s  and bui ld up fl y ing hours  and 'kills*.
It's the implement at ion that 's  so dif ferent  - and,  in s ome
respects, rather annoy ing.

The select ion screen is a graphical repesentat ion of  the Squadron c rewroom -
and you mov e a cursor arrow around to
choose the opt ions.  Click ing on the fi ling
cabinet,  for instance, selects the pilots  log -
where your call-s ign, amount  of  fl y ing
hours and number  of  successful miss ions
are kept.  You can call up technical data on
this screen (enemy  planes,  y our weapons )
as well as go into demo mode.  The icon
that 's going to be clicked on most ,
however,  is the miss ions  icon.

There are s ix miss ions  in all:  air to air.
runway  destruct ion,  interdic tor strike, tank
attack, reconnaissance and,  fi nally ,
Operat ion Conques t  • in whic h you
c ommand an ent ire squadron of  F-16's.

Hav ing chosen a miss ion,  you then
progress to the map screen, where you can
s ummon up all k inds of  crucial inf ormat ion
about  where you've got  to go,  what  you've
got  to bomb and how best to get  there.
From this  screen you also have icons
whic h take you to weapons  select mode
(better than the one in Falcon, wi t h a wider
choice of  goodies  available),  and the Met
Office, where you can do an accurate check
on the weat her and suss Out the height  of
the c loud cover - you can even choose a
night  t ime scenario,  whic h is inc redibly
atmospheric .  And then it 's  (phew,  about
t ime) ready  for take off.

YaaaarrrgghhI l l
Here's s omet hing I HATE about  this

program.  Every  s ingle t ime you start  a
miss ion you have to type in a page/paragraph/word code f rom the manual.  EVERY
SINGLE TIME.  Why  not  just  once, at the beginning of  the thing?

Anyway ,  hav ing input  the code, you fi nd yourself
ready to roll '  on the runway .  Press the relevant  but tons

and - wh000s h - it 's into the skies.
The ground detail is  much smaller and rather less

detailed than in Falcon ibut  there's  a lot  more of  it), and
the update speed is a f ract ion s lower i.e. a tad more perky.
Also, s omehow,  things  feel harder to operate - the plane
isn't so responsive.  You can't  spin it  onto its back and do
an inverted loop so eas i ly .  instead you seem to run out  of
height  rather quick ly and hit  the deck. (Unless  you start
f rom 70,000 feet, that  is). It's a guess, as I 've no way  of
k nowing short  of  fl y ing a real F-16, but  I reckon this is
because Combat  Pilot  is a far more accurate
representat ion of  the real thing:  in whic h case it 's not  a
'fault ' at  all.  Hav ing said this, I 'll also add that fl y ing in
Combat  Pilot  isn't  quite as muc h ' fun'  as in Falcon_ Part  of

the t rouble is the cockpit  v iews. All you get  is the s tandard lef t / right / forward/back
vistas. I could forgive the lack of  an external camera,  but  the lack of  ' look up' mode
is s omet hing of  a pain.

Overall though,  apart  f rom all the lit t le niggles  and the disk accessing that  goes
on bet ween games  (yes, there are s ome
fair old pauses), there's  s omet hing
absolutely  bril l iant  about  this  s imulat ion.
Do you want  to kno
Somehow the game
it stands alone on th

' wha t  it  is? It's depth.
seems immens e,  and
at point .  It's quite hard

to get  into,  and takes a whi le  to grip you
totally.  But  once it  has, it  doesn't  let go.

WWI  - her e we are en
the final  approach.  I 'm
sure I 've  for gotten
something though.  Um.
Er. Oh no • the
undercarr iage i sn't
down!

AVAILABLE N O W
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Flying a t night.  He im. Can someone
turn libo l ights  on please?
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CBM AMIGA E24.99
ATARI ST E24.99
IBM PC_ E 2 4 . 9 9
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Oa the night of the Plaraoh's death, Amon-Re. the Sun God rescues one young prhsce from the wrath of Seth. God of the
Desert and Evil, bringing bins to the feliahs amongst whom bets raised. You are this young Egyptian prince, royal blood flows
your mans and ambition and intelligence move you into trade as a merchant —your opportunity to escape the Life of a servant.

, as your wealth increases and position in society rises, evilltudoesty threatens your life, Ills then that princely courage
protects you against your monk s .  s t r u g g l e  to regain your birthright is a life's journey of adventure and action.
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1
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VON & ADVENTURE ALL THE WAY- NILE S
YSOETH
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A  i s  the bit where we tell
you all about the brilliant
ZERO reviews system. We
reckon we've got the
meatiest, most accurate
and most entertaining
reviews section in the
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other multi-format magazine, the ZERO
review pages will give equal weight to ST,
Amiga and PC reviews of the
hottest new games of the
moment, and each reviewer
will be a bit of an expert on
the format he or she covers.

. Every month the best games will have
• a full three or four pages devoted to
them. These meaty
will have a basic run through of the I l l e e
-I-scenario and game genre, fol lowed by detailed reviews of all •
the different formats the game is currently available on. Dotted'
about will be boxes containing some rather important info... so
read on. b o x  is rather straightforward, with
marks (out of 100) awarded for Graphics, Sound.
Addictiveness and Execution. The first three are self-
explanatory, but here's what Execution means. If

programmers have used tried and tested

P  r o u t i n e s  ('3-D scroll' for instance) which -look a trifle sold hat',  and aren't really
pushing the machine or trying to cover ne

\ , .  g r o u n d ,  they won't get top marks here. And

vi

N- - - - - -  i f  they have done something different and
brill, they will. Logical, non? There's also a
brief summary next to the Fi nal  Score -

useful for lazy people and dyslexics lit'll save them a
considerable amount of time). The A l i

score -  which is
marked out of 10 -  is tied in with the
Execution factor. Is there a lot of disk • • • e r
1 1
•
1
" 1  i , . 4 .
9
r . r n e s

accessing? Is it really necessary? For
instance, a game that loads in a bigti l l  C 1 9 . 9 9

title screen (however = I I
'fabby') between each ' 1 1 1 . 1 e i r

ZERO ' g o '  can be incredibly annoying,  when a l l
-
y o u

want to do is get stuck back in. As for the
box, this simply gives you

the details surrounding a games.  erm, release.
And what's the highest accolade a game can

NERO g e t ?  Only the -  the ultimate
award which is given to games that the ZERO
review team considers particularly outstandi

To qualify for a ZERO Hero the game must
get an overall score of at least 90. And
games that don't get the four page mega-
treatment will still get coverage on all
available formats - in the form of ZERO

. All games here will still be
reviewed in depth -  just using less ink!

is the space reserved for new
formats of games that have already been seen on other
machines. We'll review the updated format and include an

issue reference so you can check out what 4
we had to say about the initial versions
when they first came out. And finally there's

. These are the
budget reviews - shorter and sweeter to

4 1 1 3 0
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Scandinavian pine forests). These only get
an overall score 'cos, erm... they're cheap. I

 November

reviews
And w ho a re  the  pe ople  w ho a re  ac ting as y our
guides through the  software  jungle  this  month?
Let's ta k e  a  look  through the  oblong w indow. . .

Cr 'TICS' CORNER

Jonathan Davies: Avid amateur zoologist
Jonathan has aquired a new subject for his
rather large 'jungle animal collection - Nigel. the
Candiru. "A Candiru is basically a one inch long
extremely vicious skinny tadpole with barbs on
its back," he told us proudly. But you have to be
very careful not to have a 'wee wee' near one,
because they zoom up into your thingy' and get
lodged there." Crikes. Where does he keep Nigel
then? "Erm, actually I had a little mishap with
him.' You don't mean  " E r ,  yes. He's being
removed on Thursday."

Sean Kel ly: While watching an edition of 07 For
London (Thames TV's 'trendy* arts programme),
Sean had an absolutely brilliant idea. Wel l_ he
had an idea, anyway. It was this: a show cover-
ing art, fashion, music and leisure activities for
the South West of England. He's in the middle of
negotiations with I S W as we speak, so look out
for 032 (633) For Cornwall! The first episode'll
carry items on welly-throwing, Fat Willy's Surf
Shack, shark spotting off Land's End and the
Helston scrumpy festival as well as an exclusive
interview with Brian Connolly of The Sweet

•
Duncan MacDonal d: Duncan decided that he
was a bit of a 'camera wizard', so we appointed
him 'ZERO screenshot photographer'.
"What's this one?' we asked him
"Shufftepock Café,
- h e  
r e p l i e d  
s m u g l
y .

"But it's just a massive blur," we suggested.
"Yes. Arty, isn't it. I went for a ten minute
exposure on that one - I'm quite pleased with it
actually. Do you want to see my Dynamite Dux,
Strider 'montage' effect?"
We declined and took him off all photography
duties - for good.

David McCandless: Young Mecca. once a
paragon of virtue, has been slowly wandering off
the 'straight and narrow' road of lawfulness_
Only the other day we received a typically chirpy
phone call from him._
"Hi, i t's me. I 've just nicked a car"
"Really?'
"Yeah. A Roller. It's brilliant. I got 140 out of it
down Hendon High Street,"
"Where are you calling from?"
"Hendon Police station."
Oh dear,

Marcus 'Binky• Ber km enn: Plucky Marcus
never tires of subjecting himself to danger. the
opening sequences of many James Bond films
have been stolen from his 'sports portfolio'.
Remember the one where 007 parachuted Out of
a Landrover that was falling down a clift7-Well,
Marcus made E18 Out of owning the copyright
on that stunt. Marcus and his chums' latest craze
is formation stack cave diving, in which they
parachute (standing on one anothees shoulders)
into the inky voids of flooded subterranean
caverns. Tal ly-ha

Ma tt  Bielby: Back on the subiect of cars again,
Matt's pretty unlucky as well.
"I'm going to buy a car," he announced about a
year ago, fondling a copy of Loot.
Time passed....
"I'm going to buy a car," he declared about six
months ago, flicking through Exchange & Mart.
Time passed....
Can anyone lend me two thousand pounds?" he

asked about three months ago, tapping a paw.
another copy of Loot.
Time passed._
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TINTIN
ON THE MOON

e•-•

Guide y our  rocket through space
and do re me mbe r to pick up
those l i ttle  y e l low a nd re d
jobbies -  tha t is, i f  you pla n to
get through to the  ne x t pa r t of
the ga me !

ZERO

Blistering barnacles! The bashi-bazouks have
got Tintin and gone and turned him into - gasp
- a computer game! Well, leading French
software house Infogrames has at least. World
renowned Tintinologist Marcus Berkmann
donned his plus fours and filed his story...

T her e ,  done it. It's taken me two
hours to oil that quiff into place,
and I finally managed it with a

lethal combination of honey, Bostik,
Supa-Bastard No-Crinkle Mega-Gel  (it
says here), navel fluff,  raspberry jam
and a smidgen of Castrol GTX. Now I
can face the world as fearless reporter
and al l -round goodie-goodie Tintin.

Of course you don't really have to
go to such trouble to play Infogrames'
new Tintin game, Tintin Sur La Lune
(froggy version), but since the boys at
Infogrames have obviously gone to
such trouble themselves, it seems
Only right to make an effort.

This game is almost suffocatingly
loyal to the Tintin legend. In fact it would have to be - Studios Herge, the Belgian
organisation that owns the rights to Tintin Mer ge himself pegged it in 1983), are un-
imaginably strict about the use of their beloved boy reporter, and if anything at all is
out of place - well, they send the boys round. 'Integrity' is the name of the game (or
was it 'massive piles of wonga'? I forget),

Which is probably why we've had to wait until now to see any game with Tintin
in. I think that's a birrova pity, because for me. Tintin's the tops. There's no greater
comic strip art in the century • and Herge, who started up in 1929, did virtually invent
the form. He  sold trillions of Tintin books, they're still selling trillions, and they're
still brilliantly funny.

But enough of  that: let 's look at the game.  It 's a dis t illat ion of  t wo of  the very
best books, Destination Moon and Explorers
On The Moon,  both first publ ished in the
early fifties. What's remarkable, if you
read the books now, is not how
much Herge got wrong - he was
writing way before even
Sputnik was launched - but
how much he got right. Un-
fortunately we don't actually
get to see the moon itself in
the game - or at least not
very much of it. 'Cos the
game ends when Tintin
gets to the moon.  I suppose
Drain On His Way To The Moon
But Not Quite Got There Yet
wasn't quite a snappy enough
title. (Al though the Germans
have called it Tim Und Struppi
AO Dem Mond, which isn't
exactly amazing either.l

The thi s screen - fi v e _  four . . .  throe. . .
tyro... one.. . .  •rm—. oh yes,  blast oft! "Ook to lal  Somethi ng fishy's roles g

on her e,  Captai n.  Gatwick -  fetch the a
fire br i gade (unless you fancy
'smoked' Haddock,  how hew). . . "

. 4 4 4 w ,  gets it.  timm, now

where can i t be?
(Kor powl  Splael!

* op -  sorry,
owy!"
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TITLE

PUBLISHER

Tintin

Infogromes
PRICE £19.99

FORMAT ST/Amigo/PC
RELEASED Novemberbe

Here we are inside Tintin's rocket. Can you guide Tintin
through to put out all the fires, disarm the bombs and
scupper the evil Colonel Boris?

EXTINGUISHER
Pick this up to put the
fires out. You have  to

dond lust for enough a wa y
from the fires to do this  - too
kw sway and you'l l  miss, too
neer and you'll fry .  Ha rd to
get right when the  Colonel 's
otter you.

1

2
THE CAPTAIN

3  Pithecanthropus '
Squawking popie la y l

lily-livered bandicoot!

TINTIN
4  The  "ace" re porte r

himself. Note  tre ndy
Moe jumper with e le ga nt
pokey-out shirt collars.

711

A PRISONER
Free the wretch lust by
touching him.

11
11
11
11
11
1  
1
1
•
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

ENERGY MO NI TO R
5  Y o u r  e ne rgy  moni tor  has

a tendency  to ov e r-re a c t
when y ou do a ny thing l ik e ,
say, ge t  shot or  incur thi rd-
degree  burns. Wa tc h out for
exploding bombs, too  -  the y
don't do i t a ny  good e i the r .

COLONEL BORIS
6  B e w a r e  Bordurlans

brandishing Luger's—

A FIRE
7  W e l l ,  w ha t a re  y ou

doing lus t s tanding
there? Put i t  out!

AN UNEXPLODED BO MB
8  H e r e ' s  the  second bes t

ser11 of bomb -  a n
unexploded one .  The  bes t sort
is a  defused one  -  a nd y ou can
do tha t lust by  touching i t.

IP l i n
•Piiiiiiited fish kooks,  ha hn.  Yon pr ize pur pl e jel ly fish - not  only ore
yew trews a mite pervy,  but you've l et the Colonel  escape.. . ."

II

T h e  game starts wit h the launch of  the
rocket (which is  based, inc identally ,  on
the German V-2 rockets used during the

war).  Stage one is the fl ight  of  the rocket  -
you z oom through the ether t ry ing to pick up
various lit t le coloured spheres that sit  in
space wait ing to be collected, Yel low ones are
fuel (you need this to fly, whic h makes  a
certain amount  of  sense) and red ones give
you points  • get  eight  of  these and you mov e
onto the next  stage. The longer you take to
complete this  section, the f ewer points  you
get. Crashing into one of  the asteroids that
appears f rom t ime to t ime (usually  just
behind a red or y el low sphere) is also likely to
s low down y our journey  a touch.

Get past this and you get  into the main
gameplay  - ins ide the rocket. Here we get  our
first gl imps e of  the game's  various
characters • Tint in hims elf  (you are he);
Snowy,  his  dog (who yaps a lot );  Captain
Haddock, the ret ired seafarer who likes a
t ipple;  Professor Calculus,  the scient ist  whos e
giant  brain has  enabled the moon t rip to take
place in the fi rst place; Wolf f ,  the chief
engineer,  who  appears  to be s leepwalk ing;
and Colonel Boris  Jurgens,  the Bordurian spy
who is det ermined to sabotage the whole
miss ion.  The act ion takes place over six
screens, as  Colonel Boris  sets of f  bombs ,  t ries
to shoot  people,  takes prisoners  and starts
small fi res all over the place. You have to
defuse all the bombs ,  avoid being shot,  f ree
all t he prisoners  and put  out  the fires.

If you manage this  once, you revert  to
stage one again,  only  this t ime the act ion is a
lit t le faster, there are rather more asteroids
and every thing's  just  that  weeny  bit  harder.
Past this  is another jolly  around the ship;  t h is
t ime there are nine rooms  and they 're all
quite dif ferent  to the ones you saw before.
We also meet  Thomps on and Thomps on for
the fi rst  t ime,  the t wo incompetent
mous tachioed detect ives who s tow away  on
the t r ip and so endanger it  at every turn.

Overall there are five phases like this,
before you fi nally  arrive at the moon and
have to cont rol the rocket 's thrusters if
you want to land in one piece.
Sadly the game then ends  -
there's no explorat ion of  the
moon itself.

Still, this  is as faithful
a licence as we'v e seen,
and as perhaps  we' l l
ever see. As  the Captain would
say, -
B i l l
i o n
s  
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blis tering barnac les  in a t hundering
t y phoon! "

TINTIN review
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HASSLE FACTOR: 0
No especially long
waits, although it
takes yonks to fill in
the high score table.
(Hem hem).
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you're boot ing up s omet hing a
bit  useful when you c lap your

eyes on the int roduc tory  sequence to
Tin tin On The Moon. The rocket awaits
take-off. Drums  roll.  Technic ians  and
vehicles disappear off-screen. The
astronauts arrive in their car and
disappear into the rocket. Gant ries  are
removed.  Three - t wo - one - fi rel and
off it zooms,  wit h a shot  of  it pul l ing

away  f rom the blue
and green earth
below amaz ingly
evocat ive of  the
books. Gasp!

The opening
sequence occupies
one of  the t wo disks
all t o itself. The

disk two,  and that 's
not  bad either,  even if  it  is a s light  ant i-
c limax  after the brill iance of  the init ial
bits. Even so, this  is a wel l  t hought  out
game,  wit h t wo quit e separate sect ions,
each wi t h its own dis t inc t ive gameplay .
The rocket fl ight  is swif t  and well
t hought  out,  wit h superb collis ion
detect ion and a part icularly  impress ive
sense of  perspect ive. Even on the ST I
of ten fi nd myself  less than fully
conv inced by 3-D displays like this, but
in Tint in it  works  fine.

What 's  especially  good about  the
rocket sequence is that, alt hough tricky
to mas ter init ially ,  you don' t  get  bogged
down in what  is essent ially  an
int roduc tory  sequence to the game

actual game is on
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TINTIN

itself. The plat f orm-
and-laddering of  part
t wo is muc h more
meaty, and also pret ty
hard at  first. It took  me
a whi le to suss out
that, by  let t ing Tint in
go any where near the

fires, I was  abbrev iat ing his  life
expectancy rather severely. The
inst ruct ions - t rans lated not  too c learly
f rom French -  are s omewhat  less than
clear on the mat ter.

What 's  rather more bof fo is that it
doesn't  s top there. When you've solved
the fi rs t  part, you' re back to fl y ing the
rocket, but  the substant ial number  of
asteroids hurt l ing t owards  you,  together
wit h the way  your fuel now seems to
run out  that muc h more quickly,  really
gets t he adrenalin fl owing.

So, I 'm impressed.  Obv ious ly  I 'm a
lit t le disappointed that  there's  nothing
on the moon at all, espec ially  as the
moon sequences are the best bits  of  the
books. But  what  has been inc luded is
t rue to the books and no less fun to
play. Neat  work ,  Infogrames,  don' t  you
agree, Captain? 'Bi l l ions  of  bilious  blue
blis tering barnac les  in a t hundering

v; I  think t -r
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ADDICTIVENESS 81

•  2 0  •  4 0  •  6 0  •  8 0  •  100

A graphical masterpiece and a
hrilliant conversion In hoot 84

"Crumbs. I 've  made I t to level  two,  but  Captain Haddock and Professor Calculus
have been taken hostage by Colonel  Boris -  the bl ackguar d!"

TINTIN'S
PETITS POIS

A fine flock of feckless
French frogs for you to feast
your yeux on. (Well, you tn

and think of an f-word d
" meaning 'eyes"...)

P
.

Everyone I denti fies wi th Westin -
especial ly peopl e wi th strange
hairstyles and a ny * * .  who wears Hu C
same pai r  of br own plus-feers for  41 t
years (be final l y get  same treaters is a
Things And The Picares In 1 9 7 6 ) .  Ho'
the hero,  and as such has inspired
some heroic deeds - a  small  child in
Ger many once managed to captor .
two burglars and turn them ever  to
the pol ice "because that's what
Tintin woul d have done".  Even so,
much of Me  time he's •  bi t of a
goodi e-goodi e.

II

Lovable ol d secedes who's  vary feud
of his Lech Lomond whisky (no water, z!
Interesting to observe the way his -
character develops from the sad oil
dr unk of his first book,  Thu CroshVIM
The Rolston Claws, l e  the mainly
heroic (i f still fond of a dr op) slalom
of the l ater  volumes.  Inher i ts
Mar l inspike Hal l  in Red Rockhosn's
Treasure, upon which he takes up
I f ,  of leisure,  i nter r upted only by al

the usual  adventures.
Ii

Tintin's loyal
pooch whose
intHal  role as
Tinthe's confide. '
was rather  formic
by the arrival  o4
Captain Haddock
in The Crab. SHIL

very good at woofi ng and orfing,  wif
some excel lent howl i ng thr own in 0
from Hale to time.  Never  seems to
need ' tak i ng for  a wal k ' .
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Anthropithecus!
Coe l a c a nt h!

Anamorphic a a rdv a rk !
Prattl ing porpoise !

Bashi-bazouk!
Squawking popinfa y !

Artichok • !
Ectoplasmic by -produc t!
Carpathian caterpi l la r!

Freshwater swab!
Raggle -taggle  ruminants!

(addrossod a t llamas)
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Norge experimented wi th a number  of
dotty scientists (including one
memorably coiled Sophocies
tercolobegots) before he pl umped for
Cothbert Calculus in Red Mukha/ Ws
Treasure. Although clearly slippy, and
indeed loopy. Calcooloss also has
gigantic brain, wi th which he Invents
things I lk.  moon rockets. Har d of
hearing (Le. stone deaf).

i t  5
) .. . .
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A
P

Appears only in the Moon books as
Calculus' assistant, but then r eveal ed
to be— brat that would gi v •  the pl ot
away. Go and buy the books yoursel f.

Initially crops up in King Ottokar 's
Sceptre as a Sordurian spy in the court
of the Syllevian king.  A thor oughl y
easty bit el work, as you can tel l  by
his slicked bock hairstyle and pi ggy
little eyes.

The deepl y dol ti sh
pol icemen whose
forays i nto
national  dress a m
Invar iably
completely
ridiculous. Qui te
early characters,
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„ d i  a l  a ppe a r  in the fi fth
leek, The Shoe Lotus, l ong befor e
Needs& or Calculus. They'r e still  us
hopeless 30 yours later ,  though.  For
Ph. record, Thompson is the one whose
moustache curls up.

MERE ALOR:'
Captain Haddock is famous

for his insults, which he hurls
at everyone and anyone who
does not live up to his own
high standards (e.g. anyone

who puts ice in his
Loch Lomond).

Here's a
selection:
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pessimist ic  about  comic  to
c omput er convers ions.  They

have no end of  cutesy big-eyed graphic
potent ial,  but  garneplay  always  seems
to be a bit  on the thin s ide and they
often end up being a bit . . .well. . .crap
really. But  wit h Tint in On The Moon,
we'v e got  a good story line,  a good
intro, good graphics,  good gameplay
and a good rev iew. . .

The game starts wit h a bril l iant
opening sequence.  The scarlet rocket
squats s ilent ly  on the launch pad and
the rocket•site bust les wit h activity.
Lights glare in the darkness_ Cars and
people mi l l  about .  A  l imo charges
across the pad.  A horn blares. The
gangways  break and roll back. The
c ount down starts. Two . . . o n e . . . b l a ml
The rocket streaks away  into the night ,
wit h atmospheric  drums  roll ing in the
background.  Brilliant .  I loved it.

Af ter the int ro,  the fi rst sub-game is
not so graphically  ret ina-detonat ing.
With all its asteroids to avoid and
energy pods to collect it's difficult and
infuriat ingly  challenging.  Really  you jus t
want  to zip t hrough this  part  and get
onto the game proper. Here goes.
Ziiiiiiiiiiiiiiiip!

Ah, that 's  better.  No w we' re into the
game proper which is  basically  a
platforms and ladders adventure in
space. Tintin (accurate r ight down to
upright  quif f  and schoolboy  shorts)
hurt les around the corridors  at an
amazing pace, f ol lowed by  heavy-fi sted

G  EL
SOUND

Tian', On The Moon captures
the atmosphere and humour of
tierce's original btilliantly
.From paper to picot. Trann hos
matte a porton oroasitron.

••••01011"• 1 Cr. . .  what  happened? Oh l ook,  that  horr id
up l i ke a chicken b u t  not for  long,  I

TINTIN

Haddock, eccentric
Calculus, and fl uf fy
Snowy.  The pace is
fast and furious  and
you mus t  f rant ically
search the six levels
for the bomb and fire extinguisher,
avoiding Colonel  Boris the antagonistic
stowaway. He wanders about l ighting
fires, pr iming bombs and frazzling you
with his laser gun.  Each level is
interspersed with the rocket and
asteroid sequences. So it's action, mum,
action,

The graphics are brilliant, capturing
the look of Herge's original perfectly.
The sprites mov e fast and animat e
really  spell, (Tint in himself  has over 40
frames of animation),  though the flip
screen sc rolling is a bit  disorientat ing at
first_ The levels get  gradually  larger - the
fi rst  has six screens, the second nine
and so on.  And they 're so addic t ive - the

lure of  get t ing to the
later levels, and the
thought  of  an end
sequence equal to the
opening sequence will
keep you a-Tintin•ing
until the early hours of
the morning.

THE VERDIL,1
1

Colonel Boris

review

HASSLE FACTOR: 1
Bit of foot-tapping
between sequences.

90

o 100

85

Is trussed
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AMIGA
ATARI SI
PC (CGA/EGA) 5 1/4"
PC (CGA/EGA) 3 1/2"
SPECTRUM
AMSTRAD CPC
COMMODORE 64
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of 80 c.c. Motorcycling.
Direct on your screen - taken from

life.
From the tough practice sessions to
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emending qualification heats
determine your position on the s

grid (if and when you qualify).
All this on 7 racetracks

the world. 12 men in a rele
struggle for victory.

GRAND PRIX MASTE
program developed un
guidance and supervision

four times World Champion
Martinez "Asper".

An authentic simulation featuri
- Detailed reproduction of the o

racetracks.
• Partial and general classific
standings.
- Scoreboard with speed indic
chronometre, position and lops left to
- Information from boxes (time, last
etc...)

GRAND PRIX MASTER is so real that
you cross the finish line in first place
will feel the emotion of winning.The
time to take off your helmet and urK
huge bottle of champagne in celebro •

9 . 9 3
9 . 9 5
9 . 9 3

CASS D E A
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bration!

• Commodore A501 512k Ram/Clock1 1 3 4 . 8 0
• Commodore A590 20MB Hard Disk £357.80

• 10 DS/DD (800k) Blank Disks 17.99

DISK

1 9 . 9 5
1 9 . 9 5
1 9 . 9 5
M I P S
1 4 . 9 5
1 4 . 9 5
1 4 . 9 3

Distribuied

USD

1. FALCON II MISSION DISK (Mirrorsoft) £14.90
2. ROBOCOP ( O c e a n )  £16.90
3. XENON II-MEGABLAST (Image Works) £19.70
4. RED HEAT ( O c e a n )  £16.90
5. BATMAN ( O c e a n )  £16.90
6. GEMINI WING ( V i r g i n  Games) £13.80
7. INDY & LAST CRUSADE ( U S  Gold) £13.80
8. SHOOT 'EM UP CONST. KIT (Palace) £19.80
9. BEACH VOLLEY ( O c e a n )  £16.90

10. KICK OFF ( A n c o )  £12.90
11. BALANCE OF POWER 1990 (M/soft) £18.80
12. XYBOTS ( D o m a r k )  £16.90
13. HONDA RVF750 ( M i c r o s t y l e )  £16.90
14. DRAGON MIKA ( O c e a n )  £16.90
15. SLEEPING GODS LIE  ( E m p i r e )  £16.90
16. POPULOUS ( E l e c t r o n i c  Arts) £16.90
17. NAVY MOVES ( D y n a m i c )  £16.90
18. RICK DANGEROUS ( F i r e b i r d )  £16.90
19. PHOBIA I m a g e  Works) £16.90
20. KNIGHT FORCE ( T i t a s )  £16.90
21. SILKWORK ( V i r g i n )  £13.80
22. KULT ( I n f o g r a m e s )  £16.90
23. SKWEEK ( L o r i e l e l s )  £13.80
24. THE DUEL, TEST DRIVE 2 „ (Accolade) £16.90
25. F16 COMBAT PILOT ( D I )  £16.90
26. THE NEW ZEALAND STORY (Ocean) £16.90
27. FALCON ( M i r r o r s o f t )  £19.90
28. WICKED ( E l e c t r i c  Dreams) £16.90
29. THUNDERBIRDS ( G r a n d s l a m )  £16.90
30. BLOOD MONEY ( P s y g n o s i s )  £15.90

• Konix NavigatorJoystick £ 9 . 2 0
• Ram Delta Joystick £ 2 . 8 0
• Zip Stick Joystick (Autofire) £ 1 3 . 8 0

XENON
T E C H N O L O G Y

AMIGA

CREDIT FACILITIES
Terms:100% down and nothing more to pay!

ALL RELEASED SOFTWARE
DISPATCHED AT THE
SPEED OF SOUND!

BOTH ACCESS & VISA TAKEN
• RILL PRICE LISTS SENT ON REQUEST •

All orders are sent by First Class post within 24 hours
(subject to availability).

New titles are sent day of release.
All prices shown are inclusive of VAT, postage and

packaging (please add £1.35 per item overseas).
Please make cheques or postal orders payable to

"XENON TECHNOLOGY"
All items are fully guaranteed and if you experience any

problems just let us know and it will be
replaced immediately

*  SPECIAL OFFERS *
Order

Falcon & Falcon 2
and receive a FREE
Amiga Mouse Mat.

Order
any 6 titles
and receive

10 FREE Blank Disks

Order
any 3 titles

and receive a FREE
Amiga Dust Cover

Order
any 8 titles

and receive a FREE
Konix Navigator J/S

Compact Discs are also available from
Xenon Technology

For a full list send an SAE.

71 Wad ham Road, North End, Portsmouth,
Hampshire P02 9ED.

Telephone: (0705) 670878.
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CONTINENTAL
C I R C U S

review

Neeee00000000wwwwl We all know about the little
translation hiccup that caused the original coin-op Continental
Circuit to materialise in Europe as Continental Circus. Now
David McCandless takes a look at how Continental Circus has
translated to the 16 bittles. Neeeeeeee0000000wwwwl
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'new-wav e'  of  driv ing games  in the
arcades, af ter the race 'em up

drought  that  f ol lowed Out Run_ The coin-
op boasted ex t ra-swif t  graphics,
mult iple locat ions,  and mos t  revolut ion-
ary of  all, t rue 3D. The player had to
watch the game through a special v isor,
and the on-screen graphics  fl ickered at
an alarming rate to produce that
legendary  'reach out  and grab you'
effect. Unfortunately ,  play ing f or long
periods gave you a migraine, and many
arcade bosses ran a nice lit t le s ideline in
paracetamol v ending machines_

No w Circus has arrived on the 16-bit ,
sadly (or not ,  depending on the
sensit iv ity of  your cerebellum) miss ing
the 3D feature. Nevertheless  Circus  is
easily one the fastest and bestest
driv ing games  you' ll see in the home.

ROUND THE BEND
The game starts wit h a quick ov erv iew
of the track. There are eight  courses,
spanning the globe,  ranging f rom
America to Mex ico,  to Japan and that
met ropolis ,  Dork ing on-the-Weir.  Each
track comes  equipped wit h its own
array of  t ight  bends,  cunning chicanes,
t ighter bends, straights,  and yet more
bends, all s ly ly  sequenced to give even
those genet ically  descended f rom Nigel
Mansell c ramp where it  hurts  most .

Then it 's  on to the start ing grid,  wi t h
you res t ing in 100th place. A bux om
bint  parades  around for a while,  then
departs sharpishly  as the manly  rev of
sampled engines  fi lls  the air. The light
steps f rom red to green - and they 're
off!

The road is three cars wide,  and
hurt les along at an amaz ing pace. Trees
and billboards  blur past at the sides,
while the track meanders  left and right ,

ZERO

rais ing and dipping conv inc ingly .  Other
cars appear out  of  the horizon.  You
bullet  past them,  engines  roaring.  You
can almos t  smell the diesel.  The other
car drivers  are quite unsk illful at  fi rs t
They generally  stick to their lanes, and
perf orm predic table manoeuv res
around bends.  Venture to Monac o or
Japan however,  and y our opponents
become c leverer and more weasel-like.
They  change lane when you least
expect it, driv e three abreast,  and jangle
their furry  dice at you.

SMASH sEM UP
One collis ion wit h any  other car sets
your engine on fi re; t wo smashes and
you make like Mansell (i.e. spin out  of
cont rol and blame the car). If you get  hit
once, you can be saved by pul l ing into
the pits. Here,  a couple of  engineers
charge on and swif t ly  douse the fl ames
wit h a fi re ext inguisher.

Timing is quite crucial.  Along the
track are markers,  whic h ex tend y our
t ime limit .  On the later tracks you
s imply  can't  af ford to crash, since the
delay means  you' ll more than likely  run
out  of  t ime mil l imet res  f rom the
chequered fl ag.

The playability ,  the exc itement ,  the
realism.  A good convers ion of  the coin-
op, defi nitely .

Details of what you'r e wear ing,
a nd a l l  the  l a te s t  l e a k s  for  the
buddi ng Nigel  Mansel l  (Tel l  the
truth.  Ed. ) Whether  you'r e In top
or bottom gear  Is indicated here.

I ndi cates speed. .  Jost say  no.  I t 's
wonder ful  taki ng off at about
4 0 0 k m / hour  in low gear .  I
coul dn't do I t In my Tolochs.
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Re a dy  t a
bur n r obbe r ,
kick ass and
or.. .  go very
fast ac tua l l y .

N o w  i t  onl y
the woman

cleaning the
tr ack w ou l d

move her
011111-•

The r e a l l y
useful mop

show n as
you r each

each stage,
al lowing

you to
m a k •  sur e

tha t  y ou
crash fa i r l y

close to •
pitstoco.
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New seamy bhalsos you've (Step I t!
Id) What you've actual ly racked up
se far in your bid to be 'k i ng for
fl i p e i te - r i g h t c u l l  o f  t h e  h i g h  s c o r e

Tine left to roach the next  stage.
Pretty obvious real ly,  unless you'r e
Incredibly dens. .  I f  vase, *  pr etty
nippy you ge t  e x t e nde d t i m e .

csos rank which yea mast achieve
In or der  to qual i fy for  the next
stage — both the tins* and
qual i fying r ank must be reached.

Lau

Your current wor ld r anki ng,  which
In this case Is pretty. .  how can
put this. . .  crap.
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FAST! The track, the scenery,
the cars, even the high score

table all hurl about  at inc redible speeds.
The speedo clocks up to a max  of  about
395 km/It ,  and you get  a phenomenal
impress ion of  speed wit h the scenery
and road-line rocket ing about  the
screen. In fact, this  is the fi rst rac ing
game I 've played on the Amiga when
I've actually  felt  exhilerated.  I was
grit t ing my  teeth as I screeched around
the hairpins ,  groaned aloud when I
collided wit h my  umpteenth Ferrari,  and
almos t  cheered when I eventually  made
it past Monac o (a track coughed up f rom
Satan's bot t om if  ever I saw one).

The road is brilliant ,  It curves around

A

review

bends,  h i l l s  a n d  v al ley s
amaz ingly  fast, jus t  like the
arcade. The graphics are good
but not  s tunning,  s ome anima-
t ions had to be sacrificed for veloc-
ity. The int ro screens are backed by
some excellent digit ized in-act ion shots
of Grand Prix  and t he like;  but  t he in-
game horizon graphics  and scenery are a
bit bleak and usually  out of scale. The cars
are good  t hough,  detailed and immed i -
ately recognisable.

I am surprised how faithful Circus  %-
bit  is to its arcade father.  The 3D has
obv ious ly  gone,  but  lit t le else has
disappeared.  The bril l iant  crash
sequence ! when the car erupts  and
f ragments  of  fuselage and driver
'explode out  at you') is sadly missed.

One f eat ure t hat  has  been  ret ained
however is  t he rain s hower.  Randomly ,
during play, the sky suddenly  clouds over
and i t  s tarts t o rain,  The  road bec omes
slippery,  and the corners  take that  muc h
extra-skill to manage.  I lapped up the
c ha l lenge,  o p t i n g
not  to change to low
gear when cornering
- they 're st ill pick ing
up the wreckage. The
sound has  been di-
rectly sampled f rom
t he o r i g i n a l ,  a n d
c ons is t s  o f  l o u d
n e e e e o w w w w w ' s
and rumbling engine
noises. Th e  s y nt hy
tunes are bearable.

But the thing that
makes Continental
Circus a great  game
is the addict iveness.
I t 's  u n b e l i e v a b l y
addict ive.  Th e  t im-
ing, t he c ompet it ion,  t he c redit  sys tem,
the exhilarat ion,  t he  speed,  t he  lure o f
extra levels  -  t hey  al l  c ome t ogether t o
make it one of the most compuls ive games
ever. You' l l  be mumbl ing.  -
J u s t  o n e  
g o , "
into the early hours. So get into your mini,
switch on the turbo boost,  drive on round
to the pits and pick up your copy of
Continental Circus NOW!

THE I C T

HASSLE
FACTOR: 1
There's a  Five
second delay
before you
actually start
racing which is
a bit  annoying
when you're a ll
'geared' up
and ready to
go. (Groan Ed)

EXECUTION 93
•  7 0  •  40  •  6 0  •  SO •  100

ChISS chefrOM • Up. w i th
fluid track and ultre-swth
gameplay. More addictive then
tortilla chips m chill, sauce
but easier on your colon).

90
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HASSLE
FACTO
R: 1It keeps
obscuring
your v iew
with silly
messages.
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as Continental Circus I was
expect ing great  things  of this

game,  so was  pleased to fi nd that  the
ST has not  really  suf fered in compari-
son wit h the Amiga.  Garneplay 's  all
there and the graphics  aren' t  half  bad -
neither is the sound.

Driv ing round and round in wiggly
circles is what  it 's all about  and Circus
accomplishes this task very  well  - it 's
basically Pole Pos it ion with knobs  on.
There's a f r ight ening impress ion of
speed, alt hough it 's  a shame that  it 's
created by light  and dark lines  c oming
towards  you in the road rather than
more adventurous  means.  Your vehic le
also proves  to be very nippy  when
dodging between the rest of  the 100 III
cars tak ing part  in the race.

Realism more or less goet  out  of  the
window.  This  is the fi rst t ime I 've t ried
changing down int o fi rst at 400 km/h
land got  away  wit h i l l  and I 'm sure the

delic ious blonde who stands
in f ront  of  you to s ignal the
start of  the race isn't  really
act ing in her best  interests,
Also, how come,  alt hough
you're in f ront  at the start of
the race and only  three or
four cars overtake you before
you get  up to a decent  speed,
there are mil l ions  of  cars
further down the course to
overtake? Well weird!

Perhaps I 'm just  pick ing holes,  as none
of these things  affects the gameplay .

For pure,  unadulterated,  mindless
enjoyment ,  s omet hing like Circus  is
hard to beat. All it  boils  down to is
holding the joyst ick in the f orward
pos it ion and waggl ing it  to the lef t  or
right  every now and then, whic h is just
the ticket at the end of  a hard day's toil.
If you want  s omet hing a lit t le more
thought -provok ing,  then what  are you
doing reading about  a rac ing game
anyway? Go away !

There are a couple of  ' features ' in
Circus that make it  dif fer f rom its
contemporaries. Firstly, when you hit
another car you don' t  instant ly  b low up.
Instead, y ou drive along for a whi le
spewing out  smoke and fl ames  - then
you b low up. However,  if  you can fi nd
the pits fast enough you can call in for
repairs. Invariably  though,  disaster
strikes just as you pass the pits, so it's
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This is the  PI TSMI  Hang shawl ,  I  f e e l .  ' r ap'  coming on.  ' N o w  l isten
ever ybody and got In The Pi t,  i t 's the only place to be when you'r e In the..„.
1(That's onough r appi ng- Ed)

quicker to s imply  crash and get  a new
motor! There - a playing tip for you!!
The other feature? Oh, rain,

Graphics, sound and all that  k ind of
stuff are pret ty  good,  t hough I ' ll always
wish they  could have been bet ter.
There's  a constant  b r r ummm noise as
you drive along,  bui lding up to a
wweee000r as the revs build up,  then
every so of ten,  complete s ilence and a
neeeoww as another car passes.
Pktchooll indicates  a collison.

If you' re look ing for a very  playable
convers ion of  the arcade game,  then
this is it. The programmers  have done
ex t remely  well,  so I can't  fault  it  in that
respect.

Red, Amber, Green. And I'm off_

l at's see
now,  I 'm en
fire,  and
have 0. 03
seconds to
get acreu
the line,.
'Easy' he
said, with s
manic
laugh, lust
before his
car burst
Into Hamel
and h•  was
barb/Awed
l i ke. .
sausage ec
a stick.

Am ong the
hazards
you'l l
have to
endure as
you race
across
America is
dripping
whi te
paint.
Well ,  I t's
rain
actually, N
lust looks
I l k.  1
dripping
paint.
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A fa s t a nd lutiouS  ex treme ly
good conversion of the original
coin-op If you like your racing
games last and addictive then
you'll love this
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oral) or rictior, as my F-16 leaves the runway. This time
ssion ts to destroy a battalion of tanks. Suddenly, threat

'ming— interceptors closing fast! I quickly select dogfight
lode and arm a Sidewinder. We both fire at the same time

and a highl turn out manoeveres his missile. A loud
explosion tells me he's not so lucky.

F-16
VAMP%

asql SI k1MJGA M CretlitERC LIES. iBM ECA .  - 1 ,
,
z i E  . 1  5  2 5 '  
3 . 5 '  d i s c s _

BLACK
BOX

Flying fast and lot I turn my F-16 towards my target. Time to
switch on the ground radar and arm the laser-guided Mavericks.
I fire six missiles in quick succession, lantirn automatically
locking on to each tank. With flak bursting around me I dive for
cover and head for home. Approaching base. I contact the tower
and request a talhdown for my night landing.

Another successful mission in Operation Conquest — the
ultimate test for any pilot

Digital kegration
he Real World of Willem

Cmder your F-16 Combat Pilot MN. Simply teteptve (0276) 684959
o vottne VISA of ACCESS credd card bombe came aort address

O1grtalImitgralion bmited
Itatctrnoor Iatte Cerve

*Wtchmcof Rut Camoere)
Sume) GUIS X.



THE SKIES ARE YOUR 1111 ING GROUND
,
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MAWR SOON FOR
ATARI Et AMIGA

YOUR NERVE
IS YOUR

RETURN RIGHT

6 Central Street Manchester • M2 5NS
Vephone: 061 832 6633

Telex: 669977 OCEANS G Fax 061 834 0650



DO YA WANNA
TOUCH? YEAH!

WIN! W I N !  W I N !
A very touchable
Saisho stereo VHS
4000 video
recorder complete
with a video copy of
The Untouchables.

T h e  roaring twent ies  Chicago-sty le
were pret ty  dodgy  t imes  for us
mere mortals .  Al Capone,  the

greatest gangs ter of  t hem all,  ruled the
roost wit h his  bunch of  terroriz ing,
t rilbied thugs. Piano wire t ies and
concrete overcoats  were the heppest
wear.  And to top it  all of f  the prohibit ion
laws meant  no alcohol!  Th i n k  about  it
f el low soaks • no long sessions down
the boozer or any t innies at home! !

Still,  one good thing to come out  of  it
all was  The Untouchables  mov ie  one of
the bigges t  blockbusters  of  last year,
And now Ocean is releas ing the
computer game of  the mov ie based, of
course, on the exploits  of  Eliot  Ness, the
dude who  managed to put  Al Capone
behind bars - for tax dodging.

Taxabl e  Assets
There' ll be no tax ing problems  for the
winner of  this c ompo though,  c os  fi rst

prize is a wel l  swish state-of-the-art
Saisho remot e cont rol v ideo wort h

nigh on C400 says. It's packed full
of all the usual goodies  inc luding

28 day/eight  p rogramme t imer
as well as an ex tended play
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• Address

•  Any untouchables  work ing at Dennis  Oneshots Ltd. or Ocean will be busted by Eliot
Ness if they attempt to enter.
•  The Editor's  dec is ion is fi nal. iThough bribes  may  be cons idered) Ed)
•  Anyone caught t ry ing to enter after Nov ember 301h. wil l  be s trung up. I ts  the only
language they unders tand.
1)
a)

b)

el

2)

3)
It my name is picked out of the ZERO bag I want my prize sent to:

Postcode

L -  ElimummmmmoolommunimmoommEloommll

PLUS 10
copies of the
even more
touchable
Untouchables
game from
Ocean.

opt ion whic h' l l  let  you fi t  eight  hours  of
recording ont o a f our hour tape. And
we've t hrown in a copy  of  The Untouch-
ables v ideo, There's  also 10 runners -up
prizes of  The Untouchables  game too.

Tax Fr ee
To stand a chance of  winning one of
these prizes (guaranteed tax free of
course) all you have to do is answer the
f ol lowing boozy  quezzies_._
1) I dent i fy  the  fol l owi ng t i ppl es
fr om thei r  adver t i si ng slogans. . .
a)   r e f r e s h e s  the  par ts other
beer s cannot  r each. "
b)   p r o b a b l y  the best
lager  in the  wor l d. "
c) " I  bet  he dr i nks
2) Unt ouc ha bl e s  star  Sean Conner y
used to pl ay James Bond - how
does 0 0 7  l i ke hi s mar ti ni s?
31 Na m e  Al  Capone 's  favour i te
spor t.  ( Wha t ? Ed)

N o w  Wha t ?
Right  just  fi ll in the answers  on the
coupon and send it  (or a photocopy ) to
Don' t  Touch Me Compet it ion,  ZERO, 14
Ralhbone Place, London,  W1P 10E.

ZERO 41



STE E
Steel is Hewson's latest foray into thel 6-bit battleground and
is set on a spaceship where a bunch of renegade robots have
gone itroppo' -  (That's Aussie for having kangaroos in your
top paddock, which is Aussie for being as mad as a hatter!).
Sean Kelly and David McCandless donned their Metal Mickey
suits and went for a stroll through the tin machine.
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Steel is a load of  crap. Quote:
"Robots  have gone rogue on the

space ship Steel. . .board the ship and
deact ivate the s y s t em,
- T h a t ' s  
i t .  
S o  
w e

bring you 'Steel: 'The ZERO Scenario.'
Eight  purple cartridges,  each the mas ter
of one track f rom the new Kylie
Minogue album,  have been s tolen by
the Soc iety  for the Propogat ion of  Good
Taste, who have hidden t hem wit hin a
vast spaceship.  Y o u r  task, as Droid
President of  the Fluf fy  Dice And All
Things  Naf f  Preservat ion League,  is  to
get t he eight  cart ridges and place t hem
in cart ridge slots, thus  al lowing their
t ransmiss ion t hrough the cosmoverse

' l ik es !  Hobble  t he Roloot 's  on Hoe lona* .

42

The eight  purple cart ridges to be
collected can be f ound in various
locat ions around the complex .  Onc e
found,  they mus t  be inserted into the
cart ridge slots, all of  which are in one
room.  On ly  three can be carried at
once, so c omplet ing the game is going
to involve a lot  of  mov ing around in the
huge fl ip screen complex ,

The complex  is made up of  a huge
number of  corridoors ,  interconnec ted by
walkways.  Ma p p i n g  is, as in mos t
arcade adventures,  going to be essen-
tial. This  is primari ly  because the
corridors,  alt hough there are obv ious
dif ferences for each sect ion, l ook  very
s imilar and tend to blend into one

ZERO

another after a while.  O f  course,
chasing about  and get t ing los t  so
f requent ly  makes a big dent  in the poor
'pressure cookers ' reserves of  fuel,  but
fortunately  refuelling is possible.

Refuelling is done by  accessing the
power points  to be f ound around the
complex ,  alt hough each t ime you collect
more fuel,  y our score decreases. Fuel is
gathered by  pushing up on the joystick,
whi le  pushing down wi l l  decrease your
fuel. This  opt ion seems a bit  s tupid to
us, but  it  might  be useful for idiots  who
don' t  k now their up f rom down.

Think  'Hewson'  and you think  'sub
game' ,  and Steel is no except ion.  Here it
is -  a s imple shoot  'em up,  whic h
involves shoot ing a data bus  wit hin a
set t ime limit .  Th i s  isn't  helped by  the
fact that  rotat ing around it  are drivers
(bus drivers?) whic h mus t  be blasted
away  before you can shoot  at the bus.
If the droid fails wit hin the set t ime limit ,
then he loses some of  his energy.  I f
your shoot ing is more accurate than
John Wayne's  and you succeed, one of
the Ky lie cart ridge slots becomes  active,
al lowing the insert ion of  a cart ridge.
This  might  sound like 'une piece de
urine'  as the French might  say, but  it 's
not all plain sailing.  Throughout  the
complex  there are numerous  droids( Ky-
lingons),  all p rogrammed to obst ruct
you, whi le some fi re at you and reduce
your energy  level too.  Th e y  should
make the going more diffi cult ,  but  do
they make Steel wor t h  a t rip to the local
sof tware shop to part  wit h y our dosh?
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Init ially, it 's  an absolute beggar to
get to grips  with,  mainly  because

the ins t ruc t ions aren't  inc redibly  clear.
Once you've work ed out  that the
strange things  leading out  of  the
passages are actually  walkways,  you
realise that  it 's actually  bigger than you
thought ,  and it  begins  to open up.

The graphics  are effect ively de-
signed, present ing a huge metallic
spaceship wit h lots  of  colourful and
highly  detailed passages. Once you're
past the nice graphics,  however,  Steel
shows  itself  to be a fairly  unremarkable
' c h a r g e - r o u n d - a n d - c o l l e c t
-
t h i n g s
-
w h i l s t

k illing-the-meanies '  game.
The robot  adversaries come in a

large variety  of  shapes and sizes, but
they are all f rust rat ing.  S o me  wil l bump
into your droid before fl oat ing away,
others  wil l  fl oat  away  if  you shoot  at
them,  whils t  others  wil l  indulge in a
huge gunfi ght .  Unfortunately ,  you can't
fi re your cannons and remain still,  so
you have to mov e in either direct ion as
you fi re. A s  you mov e fairly  fast, you'll
inev itably  bump into a robot  before
your fi re power has dest royed it. And
bounc ing into too many  of  the blighters
wi l l  obv ious ly  waste t ime and energy.

In the end,  however,  they all
interfere wit h your progress,  and rather
than being fun to dodge and shoot, they
are a constant  irritat ion,  and can make
progress inc redibly  s low at points.

It's fun,  though,  and I suspect that
wit h its  s t raight forward and s imple
gameplay  it  wi l l  have its fans. Person-
ally, I f ound it  a lit t le bit  t oo s imple,  and
consequent ly  not  very excit ing.

GRAPHICS 80

Nicely coloured and well
animated throughout. but what
Steel actually boils down to is
a run el the mill mo d e
adventure

•  I N
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cortridge bunt.  Actual l y,  i f  you are the type of person who reads the picture
(options before the main copy,  you wil l  be wonder i ng what al l  this 'I tyl i e'
tosh is. Serves you r ight.  Read the mai n copyl

gas
peat
book in
end inhomfras w

me i n
aps c
de it

fly, I '

• t h e  ship.  The mor e
r setting to be ' a n
orically automated
tal ki ng about.
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New the more inquisi tive a y o u  may be wonder i ng wis
strieey doors behi nd the dr e w i t h  the number  six on are l e a d  to
a sub game involving camels, celery sticks and nuclear  reactors.  (Tel l  the
truth. I d)  Es— they'r e just par t of the scenery.
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have obviously been watching
their fair share of Walt Disney

films (he starts cryptically). The style and
setting of Steel owes a lot to The Black
Hole, a prehistoric sci-fi 'epic' which
featured lots of cutesy robots floating
around on strings inside a spaceship
caught in the grip of even more strings.

Unlike the film, Steel  is well pre-
sented, looks good and plays well. The
graphics are very good indeed. There
are lots of colourful mechanical  'habitat'
interiors, wi th suitably futuristic pipes
and computer  terminals, as well as beds,
cupboards and doors. The central
character and the other  dangl ing robots
are wel l -shaded and solid-looking. The
attention to detail is good -  the droids
shift up and down slightly as they float,
and their shadows drift across the floors.
The sound is great, r ight from the funky
title track to the satisfying zappy laser
blast noises.

But Steel  is much too easy. I half-
completed it on my third go. The energy
terminals are too widely available, the
sub-game is unchal lenging,  and the
layout of the spaceship is predictable.
The only thing that is remotely difficult
is controlling your  robot.  If you release
the joystick he faces forward, so that you
have to turn and move either left or r ight
to fire in that direction. This invariably
leads to a collison with the endless
oncoming droids.

There's not enough challenge or
depth there to keep any gamester happy
for very long. It's a pity, since Steel
could have been brilliant with perhaps a
little more objects, some puzzles, and a
f ew more ways  to dip

TIE VERDICT
G 11111111BI

A

• 20 •

Well programmed, well drawn,
well presented arcade
adventure which unlortunatelv
lacks that certain endearing
e le me nt-chill temp.

40 •  0 0  •  0 0  •  1 0 0
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GAMES MACHINE
"TOP SCORE" AWARD
"Grab hold of Voyager as
soon as you can."

"The most atmospheric 3D
game you'll ever play."
ZZAP "SIZZLER" AWARD.
ZZAP 64.

"Dragonninia is fun to play
well implemented and

extremely addictive."
ACE MAGAZINE.

DATA EAST

AMIGA A T A R I  ST
6 Central Street • Manchester •
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7 MONTHS AT NO.1
"This is definitely the best
film tie-in to date, and is an
utterly superb game in its
own right -  don't miss it."
C+VG GAME OF THE
MONTH -  C+VG.

TM O R I O N  PICTURES CORP
ALL RIGHTS RESERVED

"Irresistible a n  arcade-
perfect conversion."
ZZAP SIZZLER - ZZAP 64.

"A superb game in every
respect."
C+VG HIT -  C+VG.

C TWO  CORP

ATARI ST A M I G A
19.99 E24.99
ATARI ST A M I G A
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11TERPHASE
Things are boding well for

Mirrorsoft this Christmas.
Well anticipated and (very)
well received releases like

Xenon II and Bloodwych
delivered a poke in the eye

to their respective genres.
And now Interphase is set to

launch a kick in the face to
those who thought vector-

graphics games could go no
further. David McCandless

avoids all the usual 'Bristol
City' gags and takes an /

exclusive peek-a-boo
underwraps.

This is more than l ikely one
of the bi tch-muthas that'l l

be hassl ing you i n-game.  I t
was dr awn bl ue-pr i nt style,

fed thr ough a 3 - D shape
edi tor ,  and then final l y

appears I n-game,  r otati ng
missile launchers and al l -

N M I
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be twe e n Wa les  a nd the  We s t
Country .  Tha t's  s ome whe re  ha l f-wa y

be twe e n sheep gags  a nd thos e  classic
references to  •cornish pas ties ' a nd
'c lotte d c re a m'.  I t s  no t  exactly  the
epicentre  o f  the  1 6 -bi t games  mov e me nt,
but i t's  the  c i ty  whe re  progra mme r
A d r i a n  S te phe ns  lives a nd is l iable  to

stay. And why  not,  s ince Adr ia n ma y  we l l  pu t  Bris tol  on the
programming ma p w i th  his  la te s t fe a t,  Inte rpha s e .

Interphase fea tures  e le me nts  fr om  fi lms  l ike  Bla de  Runner,  Tr on
and Max Headroom, a ll  c omi ng toge the r  as a  c ompromis e  be tw e e n
a Neuromantic c y be r-punk  s ty le  a nd The  Tw i l i ght Zone. The  w hol e
idea has been br ought to  l i fe  by  ga me  de s igne r a nd proje c t ma na ge r
Dean Les te r and v e c tor  graphics  ma e s tro.  D a n n y  E m m e tt .

THE STORY SO FAR. . .
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the future, tedious  and repet it ive
jobs and chores are being carried

out by robots and automatons .  As a
result the leisure indus t ry  has boomed.
Entertainment is big,  big (big) bucks.
And the cult leisure act iv ity is Dream
Recording and DreamTracks.

DreamTracks are recorded pat terns
of imagination stored on CD-sty le disks.
The technology is monopol is ed by
massive corporat ions who employ  a
few Dreamers (Duncan must be
moonlighting. Ed) highly  imaginat ive
individuals w h o
can produce r ic h
and fl amboy an t
fantasies.

But w h e r e
there's m o n e y ,
there's corruption.
Corruption o n  a
grand scale in this
case. Polit ically or
phi los ophic a l ly
biased Dreamers
are creating tracks
that could bra in-
wash the youth of
the f ut ure.  O n e
dreamer, Chadd,
unwit t ingly r e c •
ords a dream with
dangerous s u b -
liminal messages
- and is then i m -
mediately sacked f rom his  job.
Chadd realises his mis take and decides
to steal the master-tape f rom the
corporation's (very) high security
building.

In order to do this, he sends his loyal
girlfriend isucker!) into the bui lding
while he transfers his mind (via a
homemade Track Interface Inverter of
course) into the security computer.  He
hopes to manipulate the computer and
create a safe path for his  'chick' to t ravel
through. Once she's reached the top
floor, it's k leptomania t ime,  she steals
the DreamTrack and then escapes!

THE GAME
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The ti tle for  the openi ng screen
was desi gned and ray traced
(giving a sol id l eek) on the
Archimedes ("l ovel y machi ne").
The i mage has been por ted
across to the ST, wher e a special
hel d-i nter r upt routine ° Hews
mere of  the usual  '16 colours to
be used.

T h e  game starts wit h a tunnel
sequence, represent ing a data line
leading to the heart  of  the

computer.  It undulates  up and down as
well as lef t  and right ,  not  unlike the
Powerdrome corridor sections. ' Th e
tunnel is basically  to draw the player
into the game s t raightaway  wit hout  him
hav ing to do any thing t oo cerebral. '
Successful nav igat ion of  the data-link
takes you int o the computer.

Several t iers of  3D printed c ircuit
boards represent  the innards  of  the
computer.  The squares you can see on

the fl oors  and
ceiling are holes,
leading to the next
tier. Each one is
lit tered wit h
strange shapes
like holograms
that serve as
"abstract  repre-
sentat ions of  the
work ings  of  the
c omput er. "

The import ant
c omponent s
f o l low rough
geomet ric
designs, whi le  the
background
graphics  and
nasties f ol low a
more surrealis t ic
route. The

computer is consc ious  of  your presence
among its chips and sends a constant
barrage of  nestles y our way. These run
along the lines of  jets, birds ,  f rogs,  and
other fearsome cont rapt ions.  An on-
board laser system helps  you keep
these at bay.

Click ing both mous e but tons takes
you int o cont rol mode.  Here you can
target miss iles  (for des t roy ing the larger
and more pers is tent  components ),
activate your t rac tor-beam (for snaring
the faster nasties), dock wit h work -
shops (to obtain new materials),  or
enter the map screen.
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programming star, A d r i a n
S t e p h e n s  does not  look  the

part. I expected an old man wit h a
beard at least, fl ared brown t rousers,
horn-r immed specs and a 'sculpt -3D'
haircut. Adrian,  muc h to my  surprise.
is young,  f resh faced, and wears  an
lmagework s  T-shirt  -  not  a k ipper t ie
or chequered fl are in sight.

I blunt ly  ask, ' A re  you a genius?"
While Adrain chokes on his  own

odesty, Dean pipes  up on his
behalf .  "He is defi nitely  one of  the
forerunners  in the indus t ry . "

Has he always  liked vector
graphics? "No,  not  especially.  The 3D
rout ines I 'm us ing now were
originally  developed on an Ams t rad
CPC and then converted into faster
68000."

It seems to me that  to be a
programmer you need to have a
gratuitous  k nowledge of
mathemat ics .  Just  to s mugly  prove
my  point ,  Adrian took maths  (further,
applied,  and pure) at 'Uni' ,  Has
Adrian's  algorit hmic  background
rubbed of f  on Interphasel

"Yes, but  you couldn' t  look at a
piece of  code and say oh, that 's
t r igonomet ry  or that 's calculus. It 's all
sort  of  unconsc ious . "

Adrian was  fi rst exposed to
computers  in a park when he
encountered an ex -Navy  Commodore
Pet in a plast ic  mac. This  flash of
technology  inspired h im to buy  an
Acorn Atom,  whic h was  swif t ly
upgraded when the BBC mic ro fi rst
appeared.  His  fi rst game was  Kil ler
Gorilla on the BBC, f ol lowed by  Moon

, B a s e  Alpha, Mr Ee.  and Crazy Penner.
He then switched to the Ams t rad CPC
to program for Ocean. His  leap into
16-bit p rogramming came when he
was  asked to do the ST vers ion of
Powerplay .  He hasn't  looked back.

•The  objects basical ly serve as
abstract representations el  the
workings of the computer .  Some al
them are ther e for  added visuals
whi le others actual ly serve some
hi dden pur pose. "

11111•1=11111i
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Salvador Dali 's protégé (if Dail wasn't dead and
Danny lived in a spook house in France, wore

very bright clothes, and said "Dar link" a lot.  Danny's
populated the Interphase wor l d with the strange,
weird, spooky and surreal images. A uni-cycling frog
inside a computer? The design for other components
came from mundane objects like Newton's Cradle,
fairground rides, and of course -  nature.
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explained Danny,  "Or  I'll just get ideas from books and
magazines." What sort of magazines, I began to wonder  when I noticed some of
the not-so-unphal l ic shapes the game has to offer.

"You should see the turn-table pointer!" he remarks after I comment on a
comparatively tame cylindrical graphic.
No thank you. Danny's imagination is
given a free range. Obviously.

There's a  bi g di fference between a
mental image and a computer  image.  Is
there a l ong convoluted route between
the two?

"Not really. The idea is basically either
sketched or  up her e i n m y  mi nd. " He
pokes at his head. -
I  u s e  
p a r t  
p a p e r  
a n d  
a

lot of  hel p from a shape edi tor  I  wrote
myself [modest smile]. That's a huge util-
i tyto design, debug and edit shapes with,"

Once the shapes have been designed,
the data for them is passed on to Adrian,
who, in turn, transforms them into object
codes. The colours and shading are added,
and the whole shape placed into a mo-
tion-designer.

Computers first beckoned Danny at the
cherubic age of thirteen when he was ex-
posed to the 'revolutionary' TRS-80 with
its 'revolutionary' 4K of memory.  Nowa-
days, he designs on an ST and claims the
fame for the 30 shapes in Starglider II. As
well as interphase. he's working on Elec-
tronic Ar ts Aggressor  (formerly 'Hawk'
possibly ' F1 -  I 7', per haps  'Aggr essi ve
Hawk' o r  probably just 'The  Ne w  Jaz
San's thingy').

Th.  unl -cycl ing frog (for  i t is he)
I. transfer red to the massive moti-
oned* 3 D mani pul ator  pr ogr am on
a 1 0 4 0  ST wi th nionechromie
moni tor  (for  extr a clari ty).  Her .
the fr og can be r otated,  spun,
flipped,  i nver ted,  acted,  bi nned,
diseseashered, di sembowel l ed or
cot i nto sizeable cube shaped
pieces wi th ease.

And her e's the fi nal
product buoyantl y
career ing ar ound the
I nf•r phaso computer
entrai ls.  The colour,  sol id
look and 'evi l  eye w a s
added by Adr ian,  and any
resemblance to any
amphibious gr een hand-
Moppets al ive or  dead is
enti rely coincidental .

ZERO

A shape starts l i fe as a Dani el
Inmatett sketch on gr aph paper ,
wi th al l  ti le measurements,  faces
and dimensions outl ined.

The map screens display a wire-
frame diagram of the level you are
on. There are 12 floors, increasing in

complexity and slyness. You can zoom
in on any part of the level (and any part
of your  girlfriend) to any resolution.
Hazards include security robots,
electronic door ,  pressure pads, and
electrified floors. You have to deactivate
these if your 'bird' is to get very far.

To turn off a security device, you
must engage your navigation system.
zip back into the computer  and track
down the guilty device. An arrow points
you in the right direction, switching
course if you over-shoot your target.

Unfortunately most problems require
timing and foresight as well as an itchy
trigger finger.  This is when the strategy
element comes in. You must plan the
route before you start, and sometimes
you find that a component you need has
been destroyed (accidently) earlier in
the game.  This means you must
generate a clone of the device, and thee
use the tractor beam to lock it into
Place.

Interphase is fast, The 3D silicon
jungle spins and wheels around at an
alarming rate while jets and spooky
shapes race across the screen, not
slowing for an instant. One excellent
feature is the way shapes retreat into
the gloom,  becoming darker and less
vivid as they get further away,

TOTAL ELLIPSE OF THE HEART
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bandy around when a new,
good-looking game is in the

offing. Does interphase have anything
new, anything revolutionary to offer?

"Ell ipses.
- 
E l l i p
s e s ?  
" Y
e s
,  
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conic sections formed by an inclined
plane that don't cut the base of the
cone," Adr ian explains and then spots
the bewildered look on my face "Sort
of like a flattened circle.' All. "Nobody
else has done them in a vector-graohics
game before.

"Ellipses give a slightly different hisi
to the shapes because normally you jig
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have straight edges all over the pidk..e
With these you can get smoother
curved edges." This new discovery
paves the way for more natural looking
objects, with the ability to pulsate and
animate more fluidly.

Another 'revolutionary' little routine
is Adrian's shading technique. Gone are
the days when one side of a shape was
restricted to one shade of colour. Now
you can have multiple shades on one
face. Wow!

Me I t i r e  use of el l ipses gi ve
the shape a more r ounded 'natur al '
look and make i t possible for  some
interesting (and possibly qui te
suggestiv•) pulsating effects.

BACKGROUND
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conceived by S i m on k n i g h t  and
Donn Lester  at Mirrorsoft.  Then,

when Adrian approached them with the
expertise and vector-graphics system,
the answer was a resounding 'yes!' Lots
of big smiles, enthusiastic hand-shaking

and deadlines
fol lowed.

Provisionally
called Mai n-
frame, the
coding of the
game began
about a year
ago. Adr ian
built it up using
his 3D routines
as a skeleton.

Then, six months ago. Danny was
drafted in to provide some 'stunning
visuals'. Dean has over-seen his

ut of
hazards
pressure

onto the

This is
which fe
tur ntabl e*
You can
much l i ke a microfiche
magnifies a microfilm.  The
eleser you travel  down the
more detai l  is r eveal ed.

By pr ier  ar r angement y e w
'chick' has been tol d to WO  ait
every junction, to await orders
(nice bit of male Incise"). This
gives you breathing space to go
and quickly survey the danger s
of the levels.

Poised at •  fondest' doe gre
shape is your  gi r i fr iond.  Not
much of a ' l ooker '  I  know,  but
it's the personality that counts.

Your  l ady
and the
intercept
secreted l e
marbles',  you too
message.

• • • • • •  ••,

- • • • • • •

rouse
wels of
con r ead the

brainchild right from the start.
"The idea was to combine the best of
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people have done 3D games before and
hen attempted to put some strategy in

as an after-thought.  We tried to get a
good compromise between the two,
each one complementing the other. And
Adrian's system seemed the most apt
for the game."

In a rare moment of intellectual
inspiration. I give a short lecture on the
failure of other similar games and my
own personal hatred of games that are
too difficult too early. You can produce
all the strategy and great arcade action
in the universe, but if it ain't playable, it
ain't gonna be played.

Dean understands this. He draws on
Bombuzal  fan early Image Works
release) as an example. "We haven't got
like a 120 levels to gradually increase
the difficulty. We've got a dozen levels
and we have to stage this difficulty
exactly right.

"We're hoping to get a Dungeon
Master effect.  People spending hours -
weeks even -  on one level,"

So, after 70 man-weeks of hard slog,
sweat and toil, how close is Interphase

INTERPHASE  under wraps

This is Newton's Cradle in its
al located spot on the PCB boar d.  I t 's
the ki nd of thi ng hi gh br ow m e i ot i c * *
adorn thei r  coffee tables wi th i t they
w a nt  t o odd  orb a i r  of  i nte l i oc tv a l
gravi ty to the di g•st i ve dunki ng.

to completion? "There are a few
cosmetic changes to be done, but the
logic of the game is all there -  just a few
weeks to get the look and feel right."

Edging towards a December  release
date, Interphase looks set to cause a few
ripples (ellipses even) in the games
world. I 'm certain that my long and
lonely Christmas nights will be spent
nuking that bloody uni-cycling frog.
RI111,1•1
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DYNAMITE
(11(
1Heard the one about

a duck called Bin, a
'chick' called Lucy

and Achacha -  a dirty
old wizard? Well, nor

had Duncan
MacDonald until he

went quackers taking
out Activisionss

newie Dynamite D ux
for a waddle...

TITLE

PUBLISHER

PRICE

FORMAT

RELEASED

I
D
y
n
a
m
i
t
e  
D
u
x

Activision

C 1 9.99, £24.99

ST/Amiga
Out now!

ZERO

D y nami t e  Dux  is a very  large,
eight  way  scrolling,  highly
colourful cartoony romp wit h the

emphas is  on 'cuteness'.  You might
wonder  why  this is? Because it 's  a
convers ion of  a Sega coin-op — that 's
why .  And we all k now how twee Sega
can get  if  lef t  unchecked.

Anyway ,  the basic scenario is this:
you're a duck. And you've got  to rescue
a 'chick' who' s  been k idnapped by  a
wizard.  The wizard is called Achacha
(which,  as we've just  discovered,  is
almos t  as easy to type as 'banana').  The
'chick' is called Lucy. Oh, and the duck's
called Bin. (There's  actually  another
duck as well,  called Pin, but  you only
see him if  you're play ing in
s imultaneous  t wo player mode).

ACE UP THE SLEEVE
Bin (and indeed Pin if  he's there. Um.
let's pretend he is) s t roll across a right
to lef t  and up and down scrolling
landscape, t ry ing not  to suf fer the same
fate as the famous  Norwegian Blue duck
f rom the Mont y  Python series. (I t  was  a
parrot actually- Ed), To deal with the
numerous  highly  coloured ' jolly '
cartoon foes that saunter across the
screen, Bin and Pin have an ace up thei
sleeves. The ace, in this case, is called a
fist. A quick press on the fi re but ton
delivers a puny  lit t le swipe that  knocks
over only  the weedies t  of  nasties, whi le
for real K.O. power you need the mega
punch, whic h you get  by  keeping the
fi re but t on depressed.

As wel l  as fists, there are numerous
weapons  ly ing around just  for the tak ing
(bombs,  homing missiles,  rocks, fl ame
t hrowers  etc), but  they all have a l imit ed
lifespan and you can only  carry  one
item at a t ime.

SPECIALIST NASTIES
As in the s tandard mould  of  these
things,  there are loads of  'specialis t '
nasties (i.e. big ones that take a lot  of
k illing) scattered t hrough (and at the
ends of) the levels. So basically,  what
you have to do is keep on walk ing right ,
jumping when you need to jump,
avoiding the my riad foes, collec t ing the
tast ier weapons  and then shoot ing
things  if  you can't  get  round them.

So what  does it  play  like?

G et on  the  scene  (G e t  on  up, )  I l k . .
quack  m a c hi ne  ( G e t  on up) . . .
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Dux I t hought  ' I t 's  funny,  isn't  it,
how the Japanese, especially

those at Sega (who did the original coin-
op of  this), can make every computer
game sprite look like Marine Boy, what
wit h his  s tupid big eyes and
every thing",  Then the main game
screen popped into v iew,  and guess
what? The duck I was  cont rolling looked
NOTHING AT ALL like Marine Boy. How
wrong I had been. Sorry ,  Japanese
people — my  mistake. The graphics in
Dy namit e Dux  are cartoony  in a sort of
'Garfi eld' fashion (sort  of, I said):  a
cursory glance at the screens should
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thousand words '  etc.
What  a pic ture does n' t  paint  how.

ever, is  how the animat ion feels — how
things move.  Um,  and I 've got  quite a
good word  f or this  actually.  Here it  is...
" s l o wl y .  Th ings  c hug
along at a picoscopic rate
of knots.  I f ound myself
wrenc hing t he  joys t ick
really  hard to the side to
try and  wr i n g  a  bit ,  of
extra speed out  of  'Bin'
(the n a me  o f  t he duc k
you control),  but, alas, it
didn't work.

The r oa d  w i nds
about all over the shop
wi t h  s e c t i o n s  w h e r e
there's  mo r e  t han o n e
possible way to go. Each
route has  it 's  own  pros
and cons  regarding t he
number and power of the
adversaries y ou' l l  meet
of whic h there are squil-
lions  all told,  and every
one of them is cuter than
the one that went  before,

El

airq1lwatimmold



a

ire
it,

Din
-
at

ked
o w

in
of

Now w h a t  I actually think about
Dynamite Dux. (About time. Ed). Its an
excellent coin-op convers ion.  Core (the
programming house respons ible) has
done a great job. The only  t rouble is
that the arcade machine itself  was a bit
boring, so a conversion could only  fat
its best) be a bit boring too. I 've got
nothing at all against  'cutesy' games,
just so long as there's some pace
involved. Unfortunately ,  pace is
something that Dy namit e Dux  doesn't
have. Like quite a f ew other Sega
games, things in DD.  sort  of  l imp along
—and the collis ion detect ion is a bit
squiffy as well.

If you adore games  that bob along in
a slightly geriatric way,  mi ld ly  surreal
but lovable animal sprites and you don' t
mind being k illed by s omet hing that
looked as if it didn' t  touch you,  then
you'll be happy wit h this  of fering f rom
Activtsion — it 'll keep you occupied for
ages. It's certainly pret ty  enough and
hard enough- Howev er,  if  it 's a sweaty
jOystick handle you're af ter then it  might
be wise to give this one a miss.

THE VERDICT
G _AZEMIIMMIED

A r' ZASLLIMEEKD
E i i = 1 1 1 = 1 1 1 1 M 5 3

• 20 •  40  •  0 0  •  10  •  100
Dynamite Due is a cutesy
pseudo 3-0 scrolling cartoony
beat em up really Out n's all el
bit toe sedate and samey to
malty grab everyone by the.
aum.

ow -
how N a y !  It's the Dynami te Dux Danci ng
a D u o .  Cue James Brown music: one,
Is... h v o ,  three, four . .  .Get down (Get on

vp). Get down (Get on up). . .
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Dux  would seem to have a lot
going for it. I t 's a bright

(s ickeningly) cute, s light ly  bizarre
cartoon beat  'em up. And I  really
like cute, s light ly  bizarre coin ops.  Ergo.
I 'll like the Amiga Dy namit e Dux, won' t
I? Um,  wel l  no actually.  Not  really .  Let
me explain.

Why  do cute coin-ops  work? It's
because they 're so playable isn't  it? And
as far as I 'm concerned the word
'playable'  is  direc t ly  interchangeable
wit h the word 'plat forms-and-ladders ,
jumping-up-and-down,  nipping-
through-secret -doorways ,  leaping-
r a v i n e s - a n d - g e n e r a l l y - b o u n c i n g
-
a b o u t
-

all-over-the-place;  I t 's not  direc t ly
interchangeable wit h the word
'waddling-along-t he-s t reet -punc hing
-things-and-um-that 's -it . '  And that 's  all
you really  get  to do in Dy namit e Dux.

Still, let 's  look on the pos it ive side.
The graphics  are universally  bright  and
glossy and clear,  and s ome of  the
animal des igns  are a real treat. Moos e
heads bound t owards  you just  aching tc
be punched,  pigs  t rundle along on
trolleys and box ing kangaroos  sproing
around like manic  Zebedees.  Bin and
Pin are neat  lit t le sprites too, apart  f rom
the fact that  a) they look  just  like VVoocN
Woodpecker (especially  the orange
one), b) t hey  walk  f orward s light ly
faster than their feet mov e Wm always
whinging about  this in c omput er
games) and c) when they do the twisty-
spinny -Popeye-arm-megapunch t hey
have to stand st ill to land it, whic h
s lows things  down a bit ,

DYNAMITE DUX

You can tol l  by the way I  move my
wal k I 'm a woman's duck (no time to
talk). . .  (Wr ong track.  Ed)

What  Act iv is ion has got  here then —
and it 's more a fault  of  the original coin-
op than its  quite profess ional
convers ion — is a graphically  cute and
varied cartoon beat  'em up wit h a lot  of
instant  appeal.  but  not  much las t ing
gameplay .  I
mean, a beat
'em up wit h
only  t wo
combat  moves !
(
-
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stand right  in
f ront  of  the
baddy  and
punch him,  and
the equally
excit ing s tand a f ew feet a way  and
t hrow s omet hing at him. ) It 's just not
cricket l i t  keeps you enthralled for
about  as long though. )

The other thing it 's  managed to
come up wit h is a game that 's almost
ident ical on the ST and the Amiga —
there's  only  really  the mus ic  to tell t hem
apart. And luck ily  the Amy  soundtrack is
nothing short  of  awesome.  Oops,  did I
say awesome? I meant  annoy ing.  I t s
loud, jolly  and very, very  obnox ious
indeed. Ten out  of ten for that, t hen

TICE ERDICT
GE_

A
SOUND 72

ADDICTIVENESS 60

EXECUTION 7$

review

HASSLE FACTOR: 0
Once it's loaded you're
away - though we did
have a  bit of a problem
accessing two player
mode. (Just put it down to
the fact that we're  crap.)

•  7 0  •  4 0  •  6 0  •  0 0  •  1 0 0

A pretty. cote little cartoon
beat .
e m  
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lot the first hall hour, but ls.
almost totally tree of
playabilloty.
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Eat your Hart out Tony! Alan
Tomkins, the man who put the
Pee in er. .  pixels, is here to
show you how to become a

master artist without cutting off
your left ear!
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thought I'd take time out to
briefly tell you what Artifacts

will be rapping on about in the months
to come.  First and foremost we'll be
reviewing all the new art packages and
telling you if they're worth shelling out
for. We'l l  also be showing you how to
use a Genlock, but not how to pay for it.
You'll learn how to edit your  home
videos, (but remember to keep them
clean or  else I'll want to see them),  as
well as how to use digitizers and
repaint the images
produced so you can
s h o w y o u r  l a t e s t
gir l fr iend ( O r  b o y -
friend! Non-sexist Ed)
your  e tchi ngs .  R e -
member, after  sl iding
one of  those into the
side of  your  machine
you'll real ly i mpr ess
them wi th the size of
your equipment,

You' l l b e  s h o w n
f rom scratch, lust how
todraw on acomputer,
including Ray Traced
3-D i mages,  s o that
after a  f e w  mo n t h s
you'l l  b e  w r a ppi ng
your fi nger s ar ound
your mouse and really
performing.

Graphic artists are Alan Temki n)

the great unknowns of the games
industry, so in the coming months I'll
also be running up and down the length
of the country to interview top and up
and coming arty geezers, (and one day I
might just get expenses, so I can let the
train take the strain).

I'll also be giving you a step-by-step
guide to how the graphics for a new
game are created, (but don't put me out
of a job just yet, 'cause I need the dosh!

Cue Vision On music._ 'cos there'll
also be The Gallery, the  bit where you

can send in all your
pictures and win a
prize if  yours is the
best. But  remember,
we can't  return y our
pictures wit hout  a
s tamped addressed
envelope.  And don' t
forget  your t ips for
creat ing pic tures either.
Also if you've had
problems with a
package let  me k now
and I 'll help you iron
t hem out.  So start
sending your  pictures
and letters in now! (I 'm
a philanderer, philatere.
philipi.. I need the
stamps!) To kick off
this mont h here's  a
rundown of  my
favourite art  packages

A  DEC.  ; F
electronic Arts £ 2 4 . 9 5  (ST)
Currently the bast buy en the IT,
has the best l oom and text mode,
but i t has a bad hug.  Whe n you kit
SIC t •  cot and paste i t sensolinses
crashes. Apa r t  from this,  i f yea
only dr aw now and agai n,  this Is
the package to go for .

A D u  C E O  11 Pl!  c .
1 1 1
"
. 1

Fi r e bi r d/ 1 2 4 9 1 1 S T)
This is the beet sprite package On
She I T,  but  you can also dr aw foil
screens as wel l ; plus i t's very good
for  r edr awi ng digi ti sed images. It
does contain on.  bug en later  TOS
versions of the ST, make sure you
get a di rectory of any new disk on
yoor  second devbkP sided delve.



V
Electric Dreams E 8 9 . 9 5  (Ami ga)
This Is the Del uxe Pai nt i l l  of the
HAM mode, a  truly wonder ful
mange,  i t comes wi th a gr eat seem
mode pies band,  bl end,  wr ap and
much more. I f  you've never  dr awn le
HAM mode Ihry Photon Pai nt it, you'l l
like it.

V
Mirversoft/ 149 . 95  ( I T)
The advanced package for  the I T,  i t
has bend, wrap and the best r oua l e
on the ST. The thi ng that lets i t
down is its zoom mode,  Hi •  poi nter
moves far too slowly.  I f Ar t Director
had DEGAS's zoom mode than
nothing could touch it,  but  i t's still
a greet bay.

ALAN TOMKINS
INTERVIEWS... ER
ALAN TOMKINS
Nobody knows more about me than
me 'cos I 'v e  known me a l l  my  life,

well ap art  f rom me  mum, so I
decided who bet ter to tel l  you about

me than me!  (Eh? Ed)
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long have you been res ident  on
this planet?

Alan.  " I  a lway s  t hought  t hat  i t  was  a
woman' s  priv ilege to wit hhold her age?"
Alan:  But  you don' t  look  like a woman.
Alan:  ' Thank  you; well I 'm a 43 year old
Scorpio,  and  an  Anglo-Sc ot  ;  I  mov ed
f rom Edinburgh down to Sommers  Town
in London's  Kings Cross, when I was five.
I we n t  t o  t he  Ric hard Cobden  Infants
School and the Burghley  J unior School
when I was  11." (Get  on wit h it !  Ed-)
Al an & Al an: "Sor r yr
Alan:  What  were y our
best sublects?
Alan:  "Wel l  I hated
Maths and English,  but
loved Art ,  His t ory  and Science.  I t  was
great  at a new school 'cos it  came ready
supplied wit h girls ! "
Alan:  Everybody  likes to think that  they
went  to school wi t h s omebody  famous,
how about  you?
Alan:  "J ohnny  Hall,  (Who he? Ed) the
d rummer  of  The Equals was in my
class and was  one of  my  best f riends.
And in another class, in the same year,
was  Eddie Grant  who was  lead s inger
of  The Equals and who  later went  solo. "
Alan:  Cl a i m to fame.
eh? What  did you do
when you lef t  school?
Alan:  ' I  mo v e d  i n t o
music. Fo r  t he  1959
School Dance I set up t wo record play.
ers in the hall,  because I was  the only
one wit h a good record collec t ion. "
Alan:  I suppose they were Rock & Roll
records?
Alan: "A few were, but I liked R&B rec-
ords  that weren' t  released over here, so
I had to go to boot leg import  shops. By
1960 there were a lot of people who
were into R&B and buying smart
clothes from the Kings Road, Thi s  was
how the Mod movement started."
Alan: Don't tell me you were a mod!?
Alan: "Yeah,  I used to get on my
scooter and go to Chelsea away  games
and all the other supporters  would
laugh at my  clothes."
Alan:  What  happened then?
Alan: "In 1965 I moved to Los Angeles
for t hree months ,  then came back to
Swiss Cot tage in Hamps tead,  where I

"School c
supplied

ame reedy
with gir ls)"

"Other sup
laugh at

porters would
my clothes"

still live,  I s tarted to DJ at The El Toro
Discotheque. "
Alan: Were you into taking drugs?
Alan:  "The only  drugs  about  in t hem
days were pep pills  nicked f rom Boots
and grass, none of them killers like drugs
today. I can't  for the life of  me under-
stand why  people today  take drugs."
Alan:  Mus ic  is a big part  of  your life, tell
us who your favourites  are?
Alan:  "My  favourite record in the fi ft ies
was The Isley Brothers ' original vers ion
of Shout .  Acts I liked inc luded The Isley

Brothers, The
Olympics,  The
Drif ters, Fats Domino
and all the New York
Doo Wop groups.

"My  favourite record f rom the Sixt ies
was  again by  The Isley  Brothers  • their
vers ion of  The Top Notes ' Twis t  And
Shout. But my main man was Phil
Spector, producer  of The Ronettes,
Righteous Brothers and Tina Turner."
Alan: Who are your current favourites?
Alan:  ' We l l  my  taste in mus ic  is s lowly
changing towards Rock 'cos while I like
House Music,  I really  hate Rap. So I
would say Stev ie Nicks, Cindy  Lauber,
Kate Bush and Tom Petty. '

Alan: What about the
mov ies?
Al an: ' My  all time
favourite movie is
Bladerunner. "

Alan:  Hem,  wel l  what  about  sport?
Alan:  "Apart  f rom Chelsea I 'm a Ferrari
fanatic and go to as many  Grand Prix as I
can_ I  also own 43 Ferraris  • but  can't  get
into any of  t hem as they 're all models . "
Alan:  Who are y our favourite drivers?
Alan: ' My  all time favourites are Count
Von Tripps,  who  was  leading the World
Champions hip wit h t wo races to go but
unfortunately  was  k illed at Monz a in 1961
when Jim Clark drove into him,
and Gilles  Villeneuve,  the
greatest at tacking driver ever,
who  was  k illed in Germany . "
Alan:  So how did you get
involved in art?
Alan:  ' We l l  around 1966 I
started to air brush car and
van bodies ,  but  people who
crashed their mot ors  a lot
couldn' t  af ford to have their
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F15 Strike Eagle II

F15 Strike Eagle II is a whole new concept in computer air warfare.
Dogfighting is the name of the game. The air swarms with enemy
aircraft Dice with death as you fight your burners and head for
the skies. Success depends on making the right moves — fast
Super smooth, non-stop action takes place over 250,000 square
miles of authentic terrain. Superb, solid-filled polygon-based 3D
graphics makes It feel as though you really are in the thick of the
dcbort Hundreds of options, four difficulty levels and a vast
amount of missions and scenarios make F15 Strike Eagle II perfect
for dogfighting veterans and novices alike. • • •111
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NEOCI
-i l l a4129. 95(ST)
Noe was the standard ar t package
on the ST unti l  DEGAS cam.  al ong.

it gives Imo al l  illso standar d tools
you need and I  l i ke the way you can
teggk the mosso over  your  picture.
When Neo first came out  i t was the
creme of the crop, today I  woul d say
it's still the best basic package.

'71TEP
Eledrit Dreams 1 0 9 . 9 5  (ST)
Another advanced package for  the
St Cyber comes wi th a usury good
wsmence mode for  animations,  but
is very memory hungr y and i t's a
very tight fit on 5 2 0 's .  Once agai n
Ike zoom mode is slow,  but  Cyber
too load and save in Nee,  DEGAS,
and M.  A very useful  package.

DE'
liberonic Arts / 6 9 . 9 5  (Ami ga)
Slyest do a lot of graphics on the ST,
dare you'l l  know that to get the
best yam need at least four  di ffer ent
packages. On the Ami ga al l  you
need is Deluxe Poi nt SU, i t has
rateally everything bar  mul tiple
screens, and this latest version also
has animation.

OPE
Electric Olimisass 1 0 9 . 9 5  ( Am i ga )
She Amiga version of Cyber  Paint,
this package is gr eat for  creating
nod displaying ful l  screen
animations both sheet and long.
You'll leave boors oil feta wi th this
package.

•• GLE1

panels redone,  so I mov ed into photog-
raphy and did so many  weddings  I got
bored. S o  I mov ed to Belfast and took
pictures for The Mi r ror  and Express,

"By  1970 though,
it was  a sad fact that  a
Protestant born Cock-
ney wasn't  wise to stay
in the Catholic  part  of
Belfast, so I came back to Swiss Cot tage."
Alan:  So what  did you do then?
Alan:  d r o v e  a Post Office van around
Kent ish Town on t wo wheels  for a
while,  then went  back into mus ic  where

produced a f ew more records and got
a Silver Disc in I taly wit h an I talian
group called The Bridge.  (Who? Ed)

'Then I drove a No.16 bus out  of
Crick lewood Garage and later became a
Tax Inspector. "
Alan:  When did you
get into
computers?
Alen:  "I  bought  a ZX
81 when it  fi rst
came out ,  then a Spec t rum and later up-
graded to a BBC Mic ro,  but  I didn' t  do any
real art  work  unt il 1985 when I bought  an
ST."
Alan:  H o w  d i d  y o u
get into doing Comput er  Graphics  for a
liv ing then?
Alen:  "We l l  I did a f ew pic tures us ing
Neoc hrome and then met  Errol Elison
who ran the Sel-
f ridges branch of
Silica Shop.  He  saw
them,  and put  t hem
on display .  Later he
started to writ e a
game and asked me to do the graphics
for him.  This  game was  called Founda-
t ions Waste and has just been reissued
on the US Gold Klassix label.

"I then went  to the
1987 PC Show and went  the rounds.  I did
Paperboy for  Elite which shoul d be out
now.  I then started to f reelance mainly  for
Probe Sof t ware,  b u t  hav e work ed wi t h
Softek on Raffles,
Eidersoft  on Quant um Paint, the SAM
Digit izer and wi t h  Sof t ware Horizons  on
Mafdet  and Veteran,  plus  a new release
for Atari called At ar i  Grand Prix, among
lots of others."
Alan:  What  games  have you work ed on
with Probe sof tware?
Alan:  Tran t o r ,  Solomon' s  Key, 1943,
Roadblasters,  OutRun Amiga,  Out Run
Europa, Tiger  Road, Savage and Mr  Het i
among others.

"The team at Probe work  very  well
wit h each other.  They ' re a very  f riendly
bunch of  people,  and mos t  import ant ly
there is no bitchiness or back bit ing,  just
a very  profess ional bunch of  people. "
Alan:  Graphically  what  would you
cons ider to be your best game?
Alan:  "You shouldn' t  ask me things  like
that w e ' r e  too modest .  But  for self
des igned graphics  I would say Founda-
t ions Waste. As for arcade convers ions  I

" I also own
but can't get

43  Ferraris
into them!"

"Then I dro
bus out of Cr

ve a  N o.1 6
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think the new release from Firebird, Mr
Hell, is most like the original arcade ."
Alan:  Whic h c omput er  d o  y ou t hink  is
best, the Amiga or ST?

Alan: s e e ,  catch
quest ion t ime is it?
Okay let 's  go then, for
graphics  alone it  has
to be the Amiga but

hate its  operat ing system, it 's  so bloody
s low!  Th e  ST is much more efficient to
work on. I get hold of an STE in two
weeks t ime so I may  change my
opinion,  but  the ST for s ixteen colours
is st ill a very good buy  if you have
limit ed funds.

"On the games front I go for the
Amiga again, as when games are
written for  the Amiga and not just

ported across from
the ST, their graphics
and sound are really
wild, even though
they tend to be slower

than the ST versions.
"For sampling it's again the Amiga

with it's stereo sound,  or rather, panned
mono. But for midi control then the ST
is the winner.  For Word Processing,
Data Bases, Spread Sheets and DTP the
ST is again the c lear winner.

"So whic h would I choose out  of  the
two? My  first react ion is to go for the
Amiga,  but  as an all round workhorse

I'll p lump for the ST.
"What I can't

unders tand is all
those poseurs  who
writ e int o magazines,
s lagging of f  all and

sundry  who don' t  have the same
machine as they do. W h o  really  cares
anyway? Enjoy  the machine you've got
and s top worry ing about
the Joneses."
Alan:  Well I reckon you
sound like a pret ty  good
bloke!
Alen:  "Thanks  so do

DRAW TO A  CLOSE
So the re  y ou ha v e  i t,  my
favouri te  a r t packages for
both machines. D o n ' t  forge t,
to ge t the  bes t out of a ny
package y ou must fi rs t s it
down w i th the  ma nua l  a nd
learn how  to use i t.  Y o u ' d  be
surprised how  ma ny  of you
out the re  ne v e r  re a d
manuals, so y ou ne v e r got
the ful l  use of the  package
y ou'v e  just spent loads of
moolah on.  And don 't  forge t
to be  k ind to mice. (fi t?  I d )
See y ou ne x t month! O h ,
and I  nearly  forgot,  I f  y ou'v e
got any  works  of a r t,
scribbles or  hints a nd tips ,
then send the m to Ala n
Tom kins (tha t's  me ) Artifacts ,
ZERO, 1 4  Rothbone  Place,
London W1 P  1DE.
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The days first problem is but one minor
eptscmie jip the rapid action world of the oil
industry. Olt Imperium takes you deep into
the heart al tisis frenetk business and 'eta
explore its limitless horizons , - boardroom
strategy, international politics,financialc
oilfield action and terrorist blackmail.
It's a tough business, a dirty businescsviten
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Oil Imperium is the first leading product in the Mind Games Series
•.. hi-strategy games designed to explore the dramas and challenges

of the real world — business, science, war and politics. A series
designed to provide the mature minded gamer with over 40 hours

of sophisticated entertainment, education and stimulation.
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MAKE IT

Welcome, console cravens, to
the first edition of Console
Action - the magazine within a
magazine devoted entirely to
the colossal world of consoles.
There's something for every
machine, be it an Atari VCS or
a Sega Megadrive.

But why Console Action?
Because there's been a recent
upsurge in demand for the
ultimate in home
entertainment. Consoles, and
only consoles, can deliver the
sort of escapism that you and
me are after. if you don't
believe that the console's day
has dawned then consider
this:

• Rampage on the Sega
has recently stormed to the
number two slot in the home
mkro-dominated Gallup full-
priced software charts. A
remarkable achievement that
will doubtless happen again
and again.

• Nintendo is still crowing
about the phenomenal success
of Super Mario Brothers. Will it
ever stop selling? Probably
not.

• The PC Engine and Sega
Megodrive have convinced the
Japanese and Americans that
the arcade has finally made it
into the home. Check out the
Gunhed review yourself.

• Konix's Multi-System has
brought a whole new
dimension of gameplaying
into the home -  that of reality.
You con now feel the game,
interact with it and become
port of it almost.

• Both Atari and Nintendo
have gone still further -
they've managed to shrink
entertainment down into
something that will fit into the
palm - with the Lynx and
Gameboy respectively.

Still need convincing...?
Enough! Tuck into this issue

and get those letters rolling.
This is your magazine, so if

there's something you want to
readftebout, write in and tell us
about it. There's also a section
devoted to gameplaying tips
and cheats so if you know of
any then send them in. It could
earn you some of the latest
releases. Get to it. Write to
Richard Mordeires, Console
Action, ZERO, Dennis
Publishing, 14 Rathbone Place,
London W1P 1DE.

NO KONIX FROM SANTA
Konix Multi-System unlikely before next year

Al though Konix recently demonstrated
its new Multi -System -  arid a range of
near-finished software titles for  the
console -  to a multi tude of computer
journalists, it's not expected to go on
sale until after Christmas.

Besides the basic console unit, there
is a powered chair and a range of add-
on accessories that will turn the console
into the ultimate home entertainment
system. The Multi -System is split into
several sections with the main console
unit and the powered chair selling
separately for £220 each. The basic
console will be competing directly with
the likes of the Sega Megadrive,  which
also incorporates 16-bit technology,  and
the PC Engine. The Konix console has
an 8086 processor and dedicated
hardware for scrolling, graphics and
sound. See the Konix feature further on
for more details.

It's looking decidedly unlikely that
Konix will be in a position to sell its
Multi -System in time for Christmas
because there are still modifications
that need to be implemented.  Even the
developers don't have the full system,
but have to make do with just the basic
console unit.

The modifications still to be made to
the Konix system include redesigning
the control pillar. At present it's not
robust enough to take the kind of
hammering that serious game players
will dish out.  There are also likely to be
some problems getting the system
approved for release. At present the
pitch of the chair as it moves close to
the floor means that the family cat
would be squashed if sleeping

PIRATE
PO WE

fl O t i t i M
Having ripped off the 11-bit and 16-bi t
home-computer markets left, right antP
centre, pirates are now turning their
attention towards consoles. Pirated copies
of Nintendo and PC Engine cartridges are
circulating in Britain and are bong sold
as legitimate copies.

Piracy is big business and it appears
as though pirates hove found ways of
copying the ROM chips inside console
cartridges for distribution worldwide.
Clever far-Eastern companies hove
succeeded in ripping off PC Engine and
Nintendo games using cheap gadgets
which can copy ROMs, but most worrying
of all is the way these some gadgets ore
beginning to circulate in the UK.

news

underneath.  All such problems must be t
ironed out before release, so it looks like ._,,
anyone trying to purchase it in time for
Christmas may well be disappointed.

Konix had intended to mount an
intensive advertising campaign between
October and Christmas to make
everyone aware of the Multi -System
and its potential.  The slogan
'Experience the Reality" was to
be used throughout
the campaign,
but due to
problems with
supply the
campaign has
been
wi thdrawn
and will not
be run until
next year.
Michael Baxter
of Solution PR
who is
handling
distribution of
the Konix Multi -
System insists
that "tens of
thousands of
units are avail-
able to meet
demand from
consumers
who hear about the Multi -System from
alternative sources. ' However ,  the
potential sales from a massive
television and newspaper  advertising
campaign woul d exceed demand and
Konix does not wish to keep customers
waiting for the product.

ZERO

Aro you si tting comfor tably?
Wel l ,  now w•' l l  begi n. . .

aaar r rgh!. . .  kel p—

The copying devices work by reading
data from the game ROMs into a home
computer's memory. The master ROM is
removed from the unit and replaced by a
blank EPROM (electrically programmable
read-only memory). The data stored in
memory is then written bock out to the
new chip. The problem comes in
designing a cartridge unit that will plug
into the relevant console and support the
EPROM. But for persistent pirates that is
soon Overcome.

In the UK. PC Engine Services hos
been known to be selling illegitimate
copies of PC Engine games. Until a few
weeks ago it was distributing pirated
copies of rtger Heil. According to boss
Robert Zengalli,  the reason for this
pursuit was that official copies hod "run
Out." With software for the PC Engine and
consoles in general being relatively
difficult to obtain, pirates could make a
killing selling games at whatever price
they thought they could get away with.

Nintendo says it will prosecute
anyone who copies its cartridges. But
tracking down the culprits will be a
mammoth task - particularly when
they're usually small operators working
from a bock room in Hong Kong.
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NATIONAL SEGA
COMPETITION

In snid-October Vi rgin Moster tronic
will star t the Nati onal  Sega
competi tion in conjunction wi th Youth
Club UK.  The i dea is to gi ve the Sego
console a hi gh pr ofil e in the l ead up
to Christmas. The competi tion wi l l  be
open to al l .

Regional  competi tions wil l  be
organised thr oughout the country et
var ious clubs wher e a Saga console

NINTENDO THREATENS
COIN-OP
MARKET

I t  h e r e  are fears among the bigsof tware houses that major  coin-op
tit les could disappear f rom the

shelves altogether if  Nint endo gets its
way. The Japanese console giant  is
believed to be look ing at ways  of
securing exclusive rights  to all popular
arcade games.

If this happens then it 's believed
Nintendo would reserve all the best
licences for its own console system and
thus t ie up the market  totally.  Nint endo
would almos t  certainly  insist that  no
other vers ions could appear on other
consoles or home computers .  This  mov e
would  force garners  to buy  the Nint endo
system if  they wanted to enjoy  any of  the
major arcade games- Nint endo has to be
careful, however,  not  to overs tep
European fair t rading laws ;  naturally
Nintendo is keeping a low profi le at the
moment - More news  as it  happens.

ZERO
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will be pr ovi ded for  play.  The games
l ikely to be used in the competi tions
have yet to be decided,  but
Master tronic is trying to fi nd a game
which wi l l  appeal  to the enti re age
r ange from 8 - 1 6 ,  that can be pl ayed
wi thin 1 5  minutes.  Lesley Wal ker ,
Master tronic•s PS manager  told
Cansoto AcHon,  I n  the end we'l l
pr obabl y go for  a shoot 'em up since
they appeal  to ever yone.  We  mi ght
also decide to spl i t the competi tion
into two age groups to make things
fai r . "

Winners of the r egi onal  finals wi l l
go for war d to the semi -finals and
then the finals,  due to ha hel d ear ly
next year .  The competi tion wil l  be
suppor ted by a nati onal  television
adver tising campaign.

Q U I C K I E S

SEGA GET SMART
There are plans afoot to
scrap the Sego smart
cards, which have been
around for years, and
replace them with
cartridges. The cartridges
have been outselling smart
cards for a while now as
Mastertronic's Lesley
Walker explained, "The
smart card is easily
broken, particularly by
youngsters. Younger kids
have even been known to
take bites out of the card -
not healthy for the child or
the gamer' All other
forthcoming games will
appear on cartridge only
priced around £14.95.

ATARI INTO PALMISTRY

Atari's Sam Tramiel: "We have
revolutionised palm-top
technology."

NINTENDO GO QUIET
Nintendo is keeping very
quiet about its forthcoming
release schedule, refusing to
go into detail on any of its
proposed releases.
Nevertheless, Console Action
can reveal that by Christmas
four new titles will make their
way onto the market. These
will be tkori Warriors,
Gunsmoke, Ghosts And
Goblins and Trojan. All should
be released by Christmas.
lkori Warriors is a conversion
of the coin-op smash in which
two players waste hordes of
attacking enemy troops.
Ghosts And Goblins, another
Elite hit, is an arcade
adventure in whkh the player
runs around avoiding and
killing ghouls.

YOU MUST BE YOKING
In o bid to compete with the forthcoming Konix Multi-System, Virgin Mastertronic
is bringing out a yoke which will plug into the Sega console and provide a driving
peripheral armed with fire buttons. The price of the yoke is yet to be decided, but
around E40 seems likely.

It's already possible to purchase yokes for the Sega console from alternative
sources, but at present there are no Sego-branded devkes available. If the
Multi-System cannot be produced in mass quantities before Christmas then
Sega is likely to grab a major lead in the console market. The Sega yoke
also has the advantage that Ws compatible with the 16-bit Megadrive.
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SPECTRUM

e to the racing world that you have
the guts and determination to become a
Formula One Driver. Take the challenge
of the C O N T I N E N TA L CIRCUS,
consisting of eight races in eight different
countries. Y O U  MUST N O T  FAIL!

allable on

AMIGA £19.99
ATARI ST 119.99
C64 CASS E9.99

6 C64 DISC 114.99
SPECTRUM £9.99

SPECTRUM 4  MA I
AMSTRAD CASS £9.99
AMSTRAD DISC £14.99
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CHEAT!
Your indispensable
guide to underhand
gameplaying:
CHAN AND CHAN
PC Eagle.
Halfway through the last
level of worid 1, a bridge
appears just as a group of
birds fly overhead. Walk
over the bridge, turn and
kick as many bricks as
possible. Fall down the
hole and you'll bounce
bock to the top of the
trreen to reappear in a
secret warp zone, where
levels 2, 3 or 4 con be
entered at will,
1-TYPE
PC Engine
Enter JA-65119-M8 as the
mission code to gain
maximum equipment and
loads of lives.
W H O M
Sege
When the title screen
appears, push diagonally
while pressing button two
and select level to start on.
SUPER MARIO BROS-
Nintendo
if you lose all your
Mario's, press the start
button while holding
down the A button. You'll
now be able to start on
level one of the last world
you reached. However,
you only get another three
Manes.
SPACE HARRIER
S•1
0If three lives aren't
enough to complete the
mission then, at the 'Game
Over' prompt, press the
control up, up, down,
down, left, right, left,
right, down, up, down,
up. The game restarts with
another three lives. This
on be done continuously.

THUNDERBLADE
Sego
When approaching the
end-of-level fortress, move
up to either top corner and
in there, The fortress will
blow up without you
having to touch it.

THE LATEST GAMES
UP FOR GRABS
Seed in your gomeplaying
tips, maps, tactics, Or
cheat codes and you could
win the hottest software
releases for your machine.
If you get your underhand
tricks published then you
get the latest games for
your console.
keel your secrets to
Cheat!, Console Action,
ZENO, Denni s  P ubl i s hi ng
Ltd, 1 4  Dati shone P l ace ,
London W I  P I  DE. D o n ' t
forget to s ta te  w hi c h
machine y ou ow n.

GUN HED
Hudson S o f t / E 3 4 . 9 9 / P C  Engine  C L A S S I C
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cally sc rolling shoot
'em ups? You bet !  Gunhed
isn't  just  some two-bit
convers ion of  an arcade
game,  it 's  an original and it 's
more addic t ive than any  coin-
op. You cont rol a ship whic h
can be directed around the
screen as you progress
f orwards  t hrough one level
after another of  v iolent
arcade act ion. One of  the best
features of  the game is the
bolt -on weaponry  whic h is
picked up by mov ing your
craft over special icons  that
appear either at opport une
moment s  or af ter blas t ing
away  the aliens,  and boy  are
extra weapons  necessary.
They  don' t  just  make life a
lit t le easier,  they 're damned
near essent ial if  you're going
to get  anywhere.

The whole thing moves  so
fast that  you're just  not  going
to surv ive unless  you have
the neural responses of  an
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Maria is mauled by
the merc iless  muggers

k nown as the Rogues  and
carted of f  to the seedy side of
the city. Put t ing on y our
Charlie Bronson cap you take
it upon yourself  to rescue this
fair damsel f rom the dirty
dozen (well,  perhaps  several
hundred dozen).

First s top is the main street
where you meet  a gris ly
select ion of  sleeze balls  like
Chokehold,  Mo-Head and
Wild Wacko who are out  f or
blood.  Only  way  to win is to
hit  t hem hard and fast before
they kick, punch,  stab, slash,
throt t le,  or shoot  you.  Wit h
only  your fists and feet as
weapons  things  are defi nitely
not  look ing up for you. As
you progress  t hrough the
levels, you can pick up
nunchakus whic h are very
effect ive against  any  oppo-
nent. But  they 're easily  lost  if
you're attacked by  several
thugs at once.

ent ire SAS learn and the
intellect  of  a ham sandwich -
'cos there's  absolutely  no
t ime to think.

Coin-op qualit y  graphics
and impress ive sound
accompany  the amaz ingly
playable game.  Extra
weapons  prov ide some of
the greatest  v isual t reats you
are ever likely  to see. Laser
power snakes around the
screen, damaging shields,
erupt ing in sonic waves  and
fi repower leaps around the
play ing area like there's  no
t omorrow.  At  the end of  each
level you meet  mass ive
aliens like giant  spiders and
brains. Wit hout  winding y our
way  around mons ters  like
this and fi ring constant ly,
you' ll never progress onto
the next  level.

Sprites vary drast ically  in
des ign and size, s ome mov e
fast whils t  others are just
obstacles. Some split  into
t wo and then four and then

After wading t hrough a
plethora of  unpleasants,  you
get t o the end-of -level boss.
Dispose of  him and you' re
through to the next  round,
only  to be told that  Maria has
been whisked of f  elsewhere.

In all there are shady
areas of  the city to visit:  main
street, junkyard.  Brook lyn
bridge,  downt own and a con-
st ruct ion site. Naturally ,  as
you progress,  the nefarious
rogues get  more prolifi c  and
much nast ier.

Three lives and an energy
bar that  depletes faster than
hot air balloons  in Adelaide
are not  enough to guarantee
you a safe journey  t hrough
the scum-infes ted streets.
So, thank  you Sega, for
inc luding a cont inue-f rom-
last-posit ion opt ion.  It means
you' ll get  to see all of
Vigilante - eventually .

Visually,  the beat  'em up
is excellent.  St ill screens
display a t orment ed Maria
between each level and this

A

reviews

Laser power  Is the onl y
way you'l l  survive in this
game,.

eight  whi le others  meet  up
and f orm a mass ive creat ion
whic h has to be blasted.

All in ell, it 's  the type of
shoot  'em up which demon-
strates the amaz ing power of
the PC Engine,  and it 's
certainly  proved that  even A-
Type jus t  scratched at the
surface. A mus t  for any
shoot 'em up freak,

THE VERDICT

A

A definite mist for
tP. skeet 'ea  up
addict.

Plenty ol action
plenty at screens,
plenty la do'

i x
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Y our  m a te  M a r i a .  S he 's
w hy  y ou s ta l k  t he  str eets .

adds a great  sense of
purpose to the game.
Backdrops t hroughout  are
detailed wit hout  being
overbearing and each of  the
characters has a personalit y
of its own.  The only  real
grumble is the animat ion;
many  of  your opponents
look as t hough they 're
skating.

Get out  there and give the
rogues a rough t ime.  You' l l
not regret it.

THE VERDICT

ISO

84
ZERO 63



console feature

C avor t with motorbikes, avoid
bridges, blast aliens, sail on a
gentle ocean sea. Snuggle up to

reality because the ultimate games
machine has arrived. The Konix Multi -
System is not just a new console, but
the beginning of a new era. It provides
an interactive environment like none
other available presently in the home
computer  market; the moment you set
eyes on the Multi -System you'l l
understand why .

The Ul timate Environment
There isn't a joystick or hand controller,
but a steering wheel,  or  handlebars, or
yoke -  you mould the machine to suit
your gameplaying needs.

The system is shaped like a giant W
with one bar of the W supporting the

monitor and the

The Konix
Multi-System
is on the
verge of being
released.
Mar y  Doran
looks at the
technology
and the games
about to be
released for it.

64

other housing the
their.  In between
both is a spindle
upon which the
control pillarresides. Ifs thir---
which incorporates
the console,  the
drove unit and the
controller.

With the
system up and
running, the
power chair can
be made to
move under
software
control. So, the

chair can mirror what's happening
on-screen. You can be shaken from
side to side or tilted violently up and
down in accordance with the game.
It's this which makes the Multi -
System the ultimate in gami ng
environments_ Imagine it -  in OutRun
a car comes careering towards you; '
4 1
1 1 1 1
by pull ing hard on the steering wheel
the whole unit tilts on its side. But you
go too far and you're off the road -  the
chair swings sharply -  and crash. As
you hit the dirt the chair judders up and
down. This is what games should he all
about -  realism. And the Multi -System
prov ides than env ironment .

What's I t Got?
The circuitry necessarily hos to be small
because of the console's compact size.
Consequently the insides of the console
incorporate few components.  VLSI lvery
large scale integration) had to be
employed to get all the important bits
and pieces into just one chip. 3D
drawing routines are one of the
machine's  s t rong points  and already
this side is being exploited wit h
Argonaut  Sof tware produc ing Revenge
Of Staff;fiber.

The main chip is a massive 160-pin
job capable of producing three different
resolutions. Low resolution boasts 256
by 200 pixels with 256 colours on
screen. The last two resolutions only
offer 16 colours, however  the
resolutions are 512 by 200 and 256 by
200_ Altogether  the programmer has
access to a possible palette of 4096

ZERO

JOYSTICK PORTS
I w o joystick ports ore provided on the
arm of the console. These can be used
for playing traditional platform games
or arcade adventures.

LIGHT PHASES
Konix has designed a right gun which
plugs into the joystick port.

JUDDERER
Underneath the chair is o judderer
which can move the chair to correspond
with what is happening on screen.

CLOSE TO r
REALITY'

MONI TOR
A standard television r e t t i d g  shelf
and then a support strap is tied
around it so that it will not fall off
during play.

DISK DRIVE
A 3.5-inch disk dr  o v i d e s  access
to 880K of data. Most exciting is the
fact that data can be loaded into the
console while a gams is running.

FOOT PEDALS
A special unit con be purchased which
comprises two pedals. The unit could
be treated as a brake or accelerator
depending on the programmer's ideas.

1 IL



The control  uni t
OS n be twisted
end tur ned to
give three
types of control
esetheils -
steer ing wheel ,
yoke and
handlebars.
Me r e  are fir e
buttons located
here so they
replace the ol d
style loystick
completely.
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•tunately, the fi rst t wo resolut ions
,p to 50K of  memory  whic h is

nhealthy when you cons ider that
tnere's only 256K of  memory  on board.
The third mode is the mos t  economic
since the entire screen can be
addressed with just  25K. The dedicated
hardware means objec t  manipulat ions
are VOnt rapid.

%nog* Media
Jnlike other consoles,  the Muit i•Sys tem
doesn't store sof tware on memory
cards. Instead a 3.5-inch double-s ided
disk drive accepts disk sof tware.  A total

880K of data can be stored on each
tisk The design of  the Konix  makes it
Asible to load data into the console

I a game is running.  According to
To Detail,  who helped des ign

•tie disk format, it  wil l  be imposs ible for
pirates to copy the sof tware.

The first few sof tware releases won' t
!3ke great advantage of  the Mult i-
System - and wil l  doubt less  require
traditional joystick control.  Konix  is
encouraging a number of  programming
-
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support the Mult i-Sys tem to the full,  but
until developers get the complete kit  it ' ll
be impossible.

One project which Konix  is
oarticularly eager to develop is a sailing
simulation that 'll use the chair to make

player feel the effects of  sea t ravel
and certain weather condit ions.  It 's
when games can be des igned wit h the
power chair as an integral part  of  the
concept that s imulat ions  can take on a
whole new meaning.  Who knows  what
we might be seeing on the Konix  in six
-onths t ime

KONIX CONSOLE

M E R V  Aegeots0 ikalsware
Bikers v Ai l
.
be
console and is
racing game.
the potential K
being extrem t  conitond

iIt shows the M - S y s t e m
full by making extensive
power  chair to simulate
turning corners and crash
been written by Argonaut
and features 256 colours
at once and quality sound

STARRAY/  l ogat ten
An i m
p r oStarray
resolution
Konix sy

MUTANT CAMELS ' 9 9 1  Llononseft
town i n '
I m Puse of his
excited by

S a n d  has gone
_ 2 5 6  colour mode.

F s  a n d  an
enormous number of weapon
systems make this shoot 'em up on
addictive challenge. The game uses
the power  chair to simulate the
effects of movement. The graphks
shown here are to be redesigned by
a graphic artist - the range of colours
will not change.

. ion of logotron's
ki 256-colour low

b. Because of the
hardware strolling,

It will be a l t o  move at startling
speeds, but Logotron is also
concentrating on creating some
astonishing sound effects. Seven
levels of shoot 'em up action ore
available -  and use is mode of the
power  chair.

KONIX RUSHERS?
So m uc h f or  t he  Re nt z -  W h a t
a bout  a l l  t he  o t he r  consol es  o u t
t he r e ?

SEGA MAS TE R S Y S TE M
Fr om £ 8 0 ,  Vi r gi ni Master tr oni c
Available in various  confi gurat ions ,  the
Master System has the great  advantage
that its manufac turer is the leading coin-
op producer.

Sof tware comes  in cart ridge or smart
card f ormat .  The resolut ion of fered is  256
by 192 pixels', choice of  64 colours  f rom
the palet te and three channel mono
sound. The processor is the ageing,  but
trusty, Z80,
NEC PC E NG I NE
Fr om £ 2 0 0 ,  Mi t r omedi a
Serious ly  wicked cus tom graphics  and
sound hardware mean that  the Engine
can produc e s tunning audio visuals. For
a f ew hundred pounds  the NEC CD ROM
player can be at tached to the console.
Because of  this, sof tware comes on
compact  disk or cart ridge.

The hardware of fers a choice of  512
colours  f rom the palet te,  320 by 256
pixels and six channels  of mono sound.
Two vers ions of  the NEC console exist:
one for connect ion to a TV and another
for at tachment  to Is scart -equipped
monit or.

NI NTE NDO  E NTE RTAI NME NT
SYSTEM
From £ 1 0 0 ,  Ni nt e ndo
With a huge number of  machines  sold in
the States and Japan,  this  baby  has the
largest mount ain of  sof tware available -
and there's  more c oming all the t ime

On the hardware f ront ,  the Nintendo
boasts a 52 colour palette, a screen
resolut ion of  256 by 240 pixels and three
channels  of  mono sound.

ATARI  2 6 0 0  VCS
From £50 ,  Atar i
A real oldie and the only  one remaining
f rom the fi rst wave of  consoles wh ic h
appeared earlier this decade. It has a
very primit iv e look when c ompared to
the latest  technology .  Nevertheless,  it 's
cheap and has a large sof tware base. The
only  problem is  locat ing any  remaining
sof tware stocks...

A total palet te of  16 colours  exist
along wit h a resolut ion of  160 by 192
pixels and a three-channel mono sound
generator.  Not  the hot test  hardware
around,  but  for the money  there's  no
beat ing it.
SEGA ME G ADRI V E
TBA,  Vi r gi n Master tr oni c
Launched earlier this  year in Japan,  the
Megadriv e is current ly  tops as far as
available console entert ainment  is
concerned.  When we say available,  it 's
here only  if  you don' t  mind a t rip to Hong
Kong. Don' t  despair though,  the machine
wil l  be on sale in the UK by Easter of
next year.

The Megadriv e is a 16-bit  box  of  tricks
wit h a Mot orola 68000 processor running
at 8MHz.  Z80 co-processor running at
4MHz. 64 colours  on screen f rom a
palette of  512, and FM stereo output .
There's  a dongle available whic h lets you
run ex is t ing Mas ter System games.
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"Laser Squad is
one of the

best games to
appear"

Commodore user

O N
,

BUY THE BEST
BEA DR4

'It's one or two
player tactical
warfare situation
with great graphics,
sound, playability and
hookability to boot. One
player it's great, two
players it's unbeatable.'

BLADE SOFTWARE LIMITED C
BROOKLANDS NEW ROAD, ST, IVES, CAMBRIDGESHIRE PE17 48G. TELEPHONE 0480 496497

Available Amiga E19.95, Atari ST E19 95, PC. E24.95, Archimedes E24 95. C64 cass. E9.95. C64 disk E19.95, Amstrad CPC cass E9.95. Amstrad disk Li'.
Spectrum cass. E9.95, Spectrum disk E19.95 and MSX E9.95.



'SPECTRUM 48)128K
COMMODORE 64. BBC

AMSTRAD 464 (NOT 6128)

A P 8

ARCHIPELAGOS 1 16 9 5  1 6  9 5

13.95 1 3 9 5
AM IGA S T

16.95 1 6 9 5

BATMAN THE M O V I E   .    11 6 9 6  11 3 9 6

BEACH VOLLEY. .  1 19.95 113.95
810 CHALLENGE 16.95 11 5 9 5
BLACK CAULDRON.. 16.95 116.95
BLASTEROIDS  1 16.95 113 9 5
BLOODWYCH . . 16 9 5  116 9 6
BLOOD M ONE Y
BUFFALO BILL'S RODEO 1

16 9 6  116 9 5

CABAL l le  9 5  113.95
CALIFORNIA GAmts 1 3 9 5 • •
CARRIER COM M AND 1 9 9 6 1 18.95
CASTLE WARRIOR . . . . _  116 9 5  116 9 5
CHARIOTS OF WRATH . .  . . . . . . . .  995 11 6 9 6
CHICAGO 90.   1 13 9 5  113 9 5
c o to s s u s  CHESS ID . l e 9 5 l le  9 5
CONFLICT IN EUROPE l e 9 5 1 16.95
COSMIC PIRATES 16 9 5  11 6 9 6
CRAZY CARS 2 16.95 116 S 5
DAILY DOUBLE HORSE RAC 1 13,95 113.95
DARK FUS ION.. 13.95 113.95
DEJA VU 2 1 9 9 5  116.95
D OM IN TOR 13 9 5  113 9 5
DOUBLE DRAGON 1 3 9 5 1 13 9 5
DRAGON N1NJA 1 6 9 5 1 1 3 9 6

FOOTBALL DIRECTOR

• THE MOST REALISTIC FOOTBALL
STRATEGY GAME YOU CAN BUY

SPECTRUM SCREENSHOTS
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• . • • • •

GAMES S T I L L  A V A I L A B L

DIRECTOR II
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GREYHOUNDS
IONAL MANAGER
SUPER LEAGU
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46K SPECTRUM 128K COMMODORE 64
C 464 / \  AMSTRAD 6 1 2 8  •-./ ATARI ST

. , 1 4 4 1  W I  • C  n E

C A I N  A  F R E E  C A T A L O G U E  O F  A L L  O U R
CY G A M E S  J U S T  E N C L O S E  A  L A R G E  S . A . E .

BY M A I L  O R D ER

• .TT 'Pa made out to 0 & H Games plus a large S.A.E. with 25p stamp
Please state clearly which game or  games you require & tor

computer. Also write your  name & address on the reverse side 0!
:tepees. Overseas orders please include E1.50 Postage & Packaging.

LAYING TIPS FOR ALL OUR GAMES E1.00

E19.99
E 9.99

E 9.991
E 7.99
E 7 .99
5E 7.99
E 7.99
E 3.991

IBM
AMIGA

DEPTYS, 1 9  M e ln e  Ro a d ,
Stevenage, Herts SG2 81.1
ENGLAND

AMES 1 0  1 2  (0438) 7280421

11111S1 C51131/01
1 UPPER PARK STREET, HOLYHEAD

GWYNEDD L.L65 1HA
IMMEDIATE DELIVERY BY FIRST CLASS POST

24 HR HOTLINE 0407 50609 NEW TITLES SENT DAY Of RELEASE

AtM91096
micRoPoose soccER A  ST
LiGHTFORCE 16 9 5  1 8 9 .

16 9 5  1 6  9
,
- .

LORDS OF THE RISING SUN

16 9 5  1 6  95MILLENNIUM 2 .2
MR HE LL .  .  1 6  9 5  1 6  9b
NAVY M OV E S . .  1 6  9 5  1 3 9 5
NEVER M IND ;6

3
1
6
5 
' ,
3  
9
9
:

NEW ZEALAND STORY
NORTH AND S OUTH 1 6 3 6  1 9 9 5

i3  9 616 9 5OPERATION WOLF.

1
1
8
3 
9
9
;

P GAS COIGNE  SOCCER 1 : 9g:PACMANIA.
13 9 5  1 3  8 5PASSING S HOT

43 93 :_
eHoolA   1  395
PIRATES . . .p o p u L o u s , . . ,   
l e  9 5  1 6  
9 6

le  9 5  1 6  9 5POWERDROME
le  9 5  l e  9 5....PRECIOuSMETAL

PREMIER COLLE CTION : 9R TYPE   5
9
9 5
5  :
9
3 9
9
:

RAC RALLY  . . . .  .  l e  9 5  l e  9 5
RAINBOW WARRIOR 1
RED HEAT   1 : :5
9  1 3 9 5
RENEGADE 3. 1 9  9 516 9 5  1 3  9 s
RED LIGHTNING

RICK DANGEROUS ; 6
6  9
9 :  ; 6
3  : 6
6

ROBOCOP
RUNNING M AN

;6
6 
;
5
5  
;
6  
9
1
3
9
6

RUN THE GA U N ILI  I
S D ' le  9 5  1 3  9 5
S UWON

;6
3 
9
5
9
6  
1
1
0
3  
;
5
6

SHOOT 'EM UP CONS KIT
SIEUFFLEPACK CAFE 1 3  9 5  1 3  9 5
SKWEEK . 1

4
1 
9
9
6
5 
1
1
1
3 
9
5
9
6

SLEEPING 0 0 0 5 1 1 1

SPACE HARRIER 1
,
2  1
1 :  9
9
9
5  ;
6 3  
9
9 Z

STARGLIDER 2
STAR WARS  TRILOGY l e  9 5  l e  95
STEIGAR 1 3  9 5  1 3  95
STEvE DAVIS  SNOOKER 1 3  9 5  1 3 9 9

SUPER QU IN T

STORY SO FAR VOL 1
,
1
STRVII . . . . .  . .  . . .
STUNT CAR . . .  .  ......

ET.. 1 1
1  6
6 3  9 9
9
5 6
5  
1  
I ;  
7

95

16 9 5  l e  95
16 95  1 9 9 5

SWORDS OF TWILIGHT
TANK ATTACK 1 6 9 5

1 6
8 
9
9  
5
5  
1
6
9
5
1
9
9
5

  9  9srAiLRGH.FAND...
RBIRDS 1 9 9 5   1 9 0 5:  9

9
: 
;
6
8
5
5

:THUNDE
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le  9 5  1 1 .9 5
TRIV P U R S u r r i  p  N E WBE G 1 3  9 5  1 3 ,9 5
VIGILANTE 1 0  9 5  1 0 .9 5
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WEC LE M ANS   ;
9
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9 5  
1 3  
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WAYNE GRETZKY HOCKEN

WEIRD DREAMS
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XENOPHOBE
XTBOTS
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1

ALEX KITT ILOS TS TARS I  2 1  9 5  O U T R U N  .
ALIEN SYNDROME z i  .95
AzTEC ADVENTURE  P E N G U I N  ( AND20 5 0  P O W E R  STRIKE 2 6 5 0  1920 SO P R O  WRESTLING 2 0  50BLACK BELT  I T  9 5

CALIFORNIA GAM E S   , .  22
2 4
1
1 9
9
5 0
: 9  A R
O  Q U A R T E T  
9  o
R
K
T  E  3
T  .

BLADE EAGLE 3 0   2 6  50

CAPTAIN S ILVER 2 1  9 5
CYBORG HUNTE R _ 2 0  SO R E S C U E  M IS S ION  2 0  50
DOUBLE DRAGON .21 9 8  R O C K Y

20.50  S E C R E T  COM M AND. •  .  2 1  1 4ENDURO RACER .
FANTASY ZONE 2  2 1 . 9 5  S H A N G H A I  . . . . . - . . . "243

21.
i951
3W
5

GANGSTER TOWN .. 1 1 . 9 5  S H I N O B I
CLOOAL DEFENCE  2 0  5 0  S H O O T I N G  GALLERY 2 0  50
GREAT BASEBALL   2 0 . 5 0  S P A C E  HARRIER 2 0 .3 0  2 1 . 9 5
GREAT BASKETBALL . . . . . . . . . . . . . 2 0 6 0  S U B M A R I N E  3 0   2 1 . 9 5
GREAT FOOTBALL, 2 0  5 0  TH U N D E R E ILA D E  •   2 1  9 5
GREAT GOLF  2 0  5 0  T I M E  SOLDIERS 2 1  9 5

.
LORD OF THE SWORD o t21 9 5  W O R L D  SOCCER 2 2 2 8 2 9 0 1 . - 9 5 ° 9 5 0 5KUNG FU KID.  2 0 . 5 0  W O R L D  GRAND Pil 9

GREAT VOILLEYETAlt 2 0 . 5 0  W O N D E R B o y  2

MAZE HUNTER 3D  . . . . 2 1  9 5  Y  S  .... . .
MISSILE DEFENCE I D -   _ 2 1  9 5  Z A  X K ON 2 0 3 0 , 2 1 . 9 5
MONOPOLY • -  - • 2 6  5 0  Z  ILI ION 7 . . .  2 0  5 0

UK DELIVERY FREE, ELSEWHERE f 2.00iGAME FOR EXPRESS AIRMAIL
PLEASE MAKE CHEOUEIPO PAYABLE TO KEY SOFTWARE

ORDER FORM (PLEASE PRINT)    S T A T E  COMPUTER
GAME

T O T A L

COST

Name
Address

Tel Z 1 1 )
SEND TO: KEY SOF T ARE. I UPPER PARK ST.. HOL1HEAO.GWYNE00 LUIS INA
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SUITCASE: Ma n In a suitcase?
Ws a contract far  hi r ing a

Wayne typo &a ppl e  to put out
ell  wel l  fires,  or  aer opl ane l ick

you decide te do i t ye

TELEPHONE: I t 's for  yeehoot La y
tel ephone messages wi dth ar r ive

will be  put  up on scream wi l e*  yew
click on His tel ephone.
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your  dotett i vo wor k? Witty stupid
ne MOS l ike that,  Net a chimes/.

SABOTEUR:
or  got a

saboteur  to
destroy

Trestsoll's

perchance?
Lanuompl Ws

lust ono
docision

atter
another !

Well 'oil' be jiggered.
We always thought oil

drilling was done Dallas
style complete with evil
oil barons, champagne
lunches and, of course,
accompanying bimbos.

But Sean Kelly found
different when he

loaded up Oil Imperium.

ZERO
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 one per son's
gonna got thei r
hands la year
drawer * ,  and
that 's you.
Why? Because
kor o's wher e
you do al l  your
I l legal  deals.

Right at  Om stout
you got  to (boom:
year  slyto
office.  Bol ing the
cuddly-wacki ly
pipe and rocking
chair typo (Eh?
Ed), I  go for  Ws
nice l eather  chair
and Nee 'cobble.
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Er... me, actually. S o  long as
it doesn't  involve any hard

work or selling various bodily organs
that is. And now I've found the perfect
way to become one —without risk to life
or l imb -by playing Oil Imperium.

The basic aim of Oil Imperium, the
latest game from Rainbow Arts is to
make piles (or barrels, in this particular
case) of moolah by becoming a JR
Ewing clone and exploiting the worlds'
natural oil resources. You play against
three other opposing oil barons (either
computer or player operated) and can
choose to win in one of four ways: by
becoming the richest oil baron after
three years; by making over  $80 million
dollars in l iquid assets; by bankrupting
all three other players or by taking over
80 percent of the market share. Havi ng
made your target choice, you begin with
five million dollars igimme),  seated at
Ihe offi ce desk.

W H I S L I N " N '  M A L I N '
Now i ts time to start wheelin' and
dealin'. Pick one of the daunting a
of options available and dive in. Eats
option is chosen from a number of
icons which either bring up a furtive
of choices, a report or, erm, somata
else. The  first thing to do is buy an
oilfield (seems logical), and some oil
rigs to stick on it. Next invest in so
advice on the probable oil yield.

Once you've bought your land,
drilling rights and oil rigs, it's times:
start drilling. This'l l  lead you into
first arcade sequence of the game. If
you've got the JR touch, then a col
of oil will rise up the shaft, and fo
from the top. On the other hand if
you're more like Cliff Barnes then
probably be presented with a mes
along the lines of 'Drilling a fiasco
$80,000.' Just  the sort of
encouragement that a budding oil
like yourself needs really.
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This isn't t he only  arcade sect ion to
the game, t wo others c rop up later on
too. The first involves  put t ing Out fi res
on oil wells by chasing round like the
proverbial blue bot t omed fly, and
placing the right  amount  of  dynamite on
each well. As for the second arcade
sequence, that ' ll arise when hav ing sold
some of your oil,  your workers  cock it
up and you're required to help t hem put
things right. Yup, life's  tough at  the top.

WHAT A SORE
Throughout the game,  seasons wi l l
come and go,  your pet dog wi l l  die,
Aunty Mabel wi l l  need a new colos tomy
bag and you' ll at tempt  to expand y our
empire in any number of  ways. Should
you, for example,  t ie half  of  your output
in a supply contract? Get  the oil out  on
time and you wi l l  get  an excellent  price
for it. Fail,  and as well  as look ing a bit
of a pillock down the 'Wheeltappers
And Oil Refi nery Owners  Social Club' ,

OIL IMPERIUM

NO MAP: Want to chock who's
* M e e t  Sand? Who's putti ng up oi l
du atom? Check out  this map.

NEWIRDOPEIS
Road al l
aboest
* 1 1
t h .latest
greasy
info,  and
'financial
fil l ies' on
Page
three.

BUY: Got  yer  •I l  fields bore!
Special offer  this week.

SELL: Off l eadi ng your  oi l
supplies con hump the book
balance topped up nicely.

STATISTICS: Al l  the ki l ted
investment Info In pr etty gr aph
forms, and pretty indecipherable
too.  N e t  on ST).

COMMISSION
REPORT: Before
you ge buyi ng
land,  Ws  best to
chock whether
I t s  get  more oi l
than a bag of
McDonal d"'
large 'fr i es' or  I f
I t's dr ier  Goan a
di ngo's dongl e.
(Not on I T. )

DRI LL Blinury, this is real ly
- bor i ng,  geddi t? Select this l a p
the ai l .  Leath to arcade sub-goon. .
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you could get  fi nes of  over $1,000,000.
Alternat ively ,  you could employ  spies
and saboteurs.  They ' re pret ty  pricey.
But if  your rivals ' oil wells  are
destroyed,  then you can steal the march
and pick up their contracts and trade. I f
your saboteur is discovered though,
then y our oilfi elds  wi l l  be confiscated,
given to the oppos ing companies ,  and
you won' t  get  10 percent  discount  at
Shell Garages any  more.

You won' t  be alone in y our conniv ing
however,  for t hroughout  the mont h
your other three rivals  wil l  be hiring
spies, buy ing land,  s igning supply
contracts and selling oil too.

Fortunately,  every  mont h a report  wi l l
tell y ou each of  the other companies '
dealings — h o w muc h they 've invested
and h o w many  oilfi elds  or wells  they 've
bought .  Chec k ing the newspapers  each
mont h wi l l  prov ide more news  of  the
dirty  tricks your compet itors  are up to,
and ex amining the maps  wi l l  give an

review

indicat ion of  who owns  what ,  and what
oil wells  are up for sale, A l l  v ital info
to the budding baron.

Rave you got the speed, skill and
determination to out-JR JR? Would
you rather be burning down the
oppos it ion's  oil rigs  or beat ing t hem by
supply ing the best grade of  oil and at
the fastest speed? Now' s  your chance
to prov e that when it  comes to oil,
you' re as slick as the rest. Oil'  Slick!
Geddit? (You're fired. Ed)

TITLE

PUBLISHER

PRICE

FORMAT

RELEASED
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review

111111 Jonathan: I wasunderstandably
unimpressed by
the prospect of
struggling
through an oil
drilling simula-
tion. Mor e accu-
rately. I refused

point blank. "It's really good,  honest!"
they told me, so after checking that their
fingers weren't crossed I decided to give
it a go, But I couldn't.  No way, Jose. So I
went for a walk round the block, had
some lunch and then came back to it.

Blimey! Monstrously good music,
graphics nothing short of awesome,
heart-stopping action a n d  not an oil
rig in sight. Then it dawned on me.
Ooops, I 'd loaded Xenon II by mistake!

Flogging oil, as it turns out, is a pretty
vicious tor should that be viscose?)

ZERO

OIL IMPERIUM

Sean: This is an
excellently pro-
grammed,
thoughtful ly
presented and
addictive game,
with quali ty
oozing from
every leak, O i l
Imperium is not
exactly going to
get your  trigger
finger pumpi ng

like an Exxon dead bird remover, but it
will provide a good few weeks of enter-
tainment.  I n the short term, it takes
quite a whi le to get the hang of what's
going on in the developing stages. Once
you've found your way round the
various icons though,  and have begun

business. My attempts tended to go up
in flames after a couple of months,  at
least for the first 82 goes anyway_ But I
loved every minute of it, or most of -
them anyway.  The ones spent swopping
disks were probably the worst, the rest
were, on the whole,  okay,

Oil Imperium has been heavily
dressed up in flashy graphics and loads
of unnecessary, but desirable features.
From the range of offices available, I
plumped for the one with the airliner
flying past outside and a plastic USS
Enterprise on the window shelf. From
the comfort of my swivel chair I then set
about disposing of the five million in
cash I found myself with. I bought a
pleasant little plot in South Wales,
which I was assured was rich in 'black
gold' as we in the biz call it, and drilled
a hole in the middle. Next thing I knew,
thr  whole thing was in flames and I was

frantically trying
to work out how
the fire fighting
bit worked for
didn't, and still
doesn't as far as
I can see).

Definitely the
most unneces-
sary and hence
most desirable
bit of the game

HASSLE
FACTOR: 3
A fair amount
of disk-
swopping, and
far too many
random
disasters, i f
you ask me.

HASSLE
FACTOR:
Even with one
smog, there's a
fair antisount of
disk-joggling.

to suss out lust
exactly what's
going on,  the
game really
starts to pick
up.

Control
wise, Oil  Impe-
rium is de-

signed so that you use your  mouse
much more than your  joystick, and
barrels of thought went into producing
a very user-friendly game. The  ease
with which you can carry out fairly
complex actions with a minimum of
mouse clicking is
certainly one of the
pulling points of this
game. The simplicity of
the controls, however,
belies the fact that Oil
Imperium is still a lot
more sophisticated
than the couple in the
Gold Blend advert.
There's tons to do and
billions of decisions to
make, all of which
effects the develop-
ment of the game.

Suprisingly, the
arcade sequences fit in
very well. Wher eas in

1

is the simulated ST on which you can
carry out your  transactions. I 'm not
quite sure what the head of a multi.
national oil business would be doing
entrusting his entire worldly wealth to
an ST, wonderful  though they are, but I
liked it anyway. The next best bits are
the little arcade games. These usually
spell disaster for a strategy game, but in
this case they work quite well. Apart
from that wretched fire fighting one of
course! Actually. I wasn't too keen on
the pipe-laying one either o n e  slip and
you've had it. The drilling bit seemed
fine, though,  mainly because I didn't
muck it up once,

Stripping away all the flashy graphics
and gimmicks, and examining the
strategy at the heart of Oil Imperium,
reveals a game a lot simpler that it first
seems_ All you really have to do to
make any progress is invest as much at
possible in as many productivelooking

most games of this nature the arcade
sections are about as welcome as a fart
in a spacesuit, here they serve to
provide a welcome break from all the
brain scrambling involved in the game
proper. They're well programmed and
funny, and failure in these sequences
won't effect your progress in the main
game to any great extent.

The graphics are also incredibly
attractive throughout.  Whether  you are
putting out oil rig fires in Alaska, drilling
in the Middle East, or simply collecting
the end of month report on what the
other oil barons have been up to, you
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oil fields as you can. And if  you think  it ' ll
help - send Out saboteurs to wreck
everyone else's. The rest is really  down
to how many mil l ions  of  pounds  wort h
of gear gets b lown to smithereens  each
month. Quite a lot,  usually ,  when you' re
playing with several players,  however,
everyone's too out  of  breath f rom rush-
ing in and Out of  the room to avoid
seeing what  their compet itors  are
getting up to.

Oil Imperium makes a ref reshing
change f rom shoot ing things.  Alt hough
the little 'game pres ent  on the pretend
office computer could be called overk ill,
it manages to turn selling oil into a fun
pastime. Unbelievable,  but  t rue
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Onli1119 for 011 may sound
bsrirçteedolisli and probably
11, Ime this provides bouts of
tan And I didn't mention Red
M i f f  011C10 (O O P & )

79
can be sure that the graphical represen-
tation will be nothing less than excel-
ient. The tunes, likewise,  are perfect ly
suited to the mood throughout .

My one worry  is that  there is not
enough there to keep you play ing for
more than a mont h or so, and that  even
with the variety of  opt ions,  it  could
become a lit t le repet it ive over t ime.
This aside. Oil I mperium is a highly
playable and profess ionally  presented
game that serves as a lesson to other
software houses on how a good game
should be presented.  N o w  if  only  all
Amiga games were like this....
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Am sensual bui addictive
arcade strategy game Now
there's a new game caiegety
.
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THE AlICADE SCREENS..

THE DRILL: In the dr i l l ing arcade sub. geme you must p o s o n  the dr i l l
correctly and attempt to reach oi l .  Lof t .  bi l l  t i ght  a l i l t! Fi re! °cops!

THE PIPELINE; i  hate  M k  section — here yeat've g a t .  race nipsisist Hes
computer  to lay down pipel ine.  I  di d sicasetiting l i ke this he ow! Tellot
plumbing once.  My  Mum wasn't  too pleased.
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HIE FIRES: Picot W e !  he Has arcade sectien you've got  to put out the fires
before they destroy your  oi l  fields.  Het  qei te as easy as i t sownds especial ly
when you'r e completely crap.

ZERO 71
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Level Two is set in the Siber ian wastes and Is
full of  nasty mutts l ike this one.  Get down,
Shop!

Tikes! I t 's the bi g nasty from the end of
Level One.  Runowaaaayi

Level Three is more pl atfor m and l adder y than
many of them,  and features Str ider  bounci ng
Tarzan-l ike thr ough an Amaz on rain forest.

Level Five (hur r ah!) Str ider  must make his way
through on enemy warship,  ki l l i ng mor e gi ant
gorillas, a  gl oat fl oati ng satel l i te,  Russian
guards and fl oati ng androids.  Eat laser  swel l ing!

72 ZERO
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Level Two again, this these it's the giant
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Capcom's  classic coin-op St rider
has those nasty Ruskies as the

baddies again,  wit h St rider,  as a k ind of
futurist ic Rambo,  waging a one-man
batt le against  the ev il Commies .

It's essent ially  a horizontally
scrolling shoot  'ern up on fi ve levels and
your task is to infi lt rate the Red Army
and then return its secrets back to your
superiors  — thus sav ing the wes tern
wor ld  no less. To do so, you have to
slash y our way  t hrough all manner  of
foes inc luding a giant  robot  ape, a pack
of v ic ious  sabre-toothed t igers.  Russian
guards  and s ome lethal boomerang
t hrowing rock men.

RUSSIAN AROUND
Your enemies  change wit h each level as
does the bat t leground whic h is  made up
of various  plat forms.  St rider's  miss ion
could be a bit  one-s ided were it  not  for
his s uperhuman agility .  He runs, walks,
jumps ,  c rawls  and defi es the laws  of
grav ity  by  somersault ing like s ome sort
of Oly mpic  t rampol ining champ.

The game kicks of f  in Red Square
where you' re dropped of f  by a futuris t ic
hang glider.  Soon af ter you land,  you
can act ivate a defence drold by  press ing
your fi re but ton.  The R2-02-look ing
droid wil l  then c irc le around you,  fi ring
off k iller boomerangs  to help c lear your
path. On this  level you' re attacked by
Russian guards  — once they 're k illed

Rohe- gorilla — kill him with lite sup

you've got  to somersault  over a well
nasty crevice and nav igate your way up
one s ide of  a peak and down the other.
wit hout  get t ing zapped by a series of
static cannons.

MONKEY BUSINESS
Prehis toric -look ing sabre-toothed tigers
attack you on your way  to the snows
capped peaks of Siberia in level two,
where you' re also conf ronted by an
awes ome metal monk ey  android.  If
surv ive that icy test it 's  off  to the
lowlands  where you meet  the rock
warriors  s linging poisoned spears and
chucking deadly -poisoned boomerangs,

The fourth level s wops  rocks for
metal and is set on what  looks like the
back of  a bat t leship wit h vert ically
pumping gun turrets,  s pewing out
a mmo  like there's  no t omorrow.  Fi
it's of f  to a stark indus t rial complex
that 's a dead ringer for the Axis
Chemical plant  in Batman.

US Gold

C19.99/ £24.99

ST/Amigo/PC
Out now
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rs 2048 AD. Mrs Thatcher's still ruling the roost,
Ihe Queen Mum's just celebrated her 147th

day (even if she can't blow out the candies!)
Ind the crew of the Starship Enterprise are still
'oldly going in Star Trek XXV. In Strider, US Gold
reckon old Gorby's legacy of perestroika and
glasnost will be but a fart in the wind of history.

Mol t :  Wahey l St r ider was the coin-
op sensat ion that  rocked the nat ion
a mere couple of  mont hs  ago, and
already it 's Out on 16-bit !  Honest ly ,
the lead t imes  on these things  is
get t ing just  ridiculous ly  short.  But
who  can c omplain though,  when
St rider is such a nif ty  lit t le game?

The lit t le hero sprite,  St rider,  is
the jumpies t  somersault ies t  and
generally  bounc ies t  in his tory  —

but he's easily cont rollable tool Double ber-limey !  Hardly  fair
sending him in to take on the Red Army  on his  lonesome,  is  it?
Not so, c hummo!  Armed wit h a Luke Skywalker laser s word
and the bounc ingest  Air Ware soles in Doc  Mart en his tory,
he's one of those chaps who's  never content  to stand st ill
when a quadruple-reverse-spin-backfl ip-with double-ax le-and-
quarter-pike wi l l  do.

What we have here is a well  — but  not  spectacularly  —
executed plat form beat  ' em up wit h a suitably  wide range of
backdrops, problems  and baddies .  What 's  s light ly
disappointing is the l imit ed way  in whic h s ome of  these are
animated, and the general tendency for each bit  to be very

hard for a whi le then a total c inch
once you've worked out  how to do
it. I could be wrong though,  'cos
St rider does have one rather neat
and nif ty  lit t le ace up its sleeve —
Stridey himself .  If ever a sprite was
wort h watching,  it 's  him.  (But  don' t
try and imit ate h im at home kids!
You k now what  happened to the
guy who thought  he was  really
that s uperhero Spiderman! )
It looks to me like US Gold has

s implifi ed the map of  the game a

Sean:  B i t  athlet ic,  this  St rider chappie.  The re  can't
be that many  geezers, who,  rather than whip  out  a
Magnum and blast  s omeone in the goalies,  would
prefer to leap into the air, do a double back
somersault  and back fl ip before landing and
s lapping the assailant  round the c ranium wit h a half
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brick. St i l l ,  s uppos e  it 's pret ty  brassy in Russia, so
all this  leaping about  malarky  keeps you warm.

The major  drawing point  of  St rider in the arcades was  the athlet ic ism of
the main character.  Th e  US Gold convers ion has obv ious ly  gone for
smaller sprites than the coin-op.  but  the range of  mov ement  of  Strider and

the eight  way  scrolling has been preserved,  and the game moves  very fast and fairly  smoothly .
On the graphics  f ront,  St rider is more colourful than the lay af ter an all-night  party, and the major

meanies  are all beaut if ully  animated.  The enemies  encountered are various,  and a number  of  ploys
mus t  be used to progress  t hrough the game_ Th is  makes a change f rom just  lobbing the axe about
s lic ing and dic ing,  and adds to Streder's appeal.  S o u n d  in the game
is fairly  crap, mos t ly  l imit ed to an annoy ing grunt  each t ime St rider
attacks anyone,  wi t h the odd tune and sample elsewhere.

One t iny  hassle was  that  if  I happened to mov e the joyst ick in
the wrong direct ion,  St rider would leap into the air or jump in the
wrong direct ion,  perf orming a double 'posey sod' hyperfl ip
manoeuv re whic h lasted several seconds and usually  occured
whils t  I was  in the throes of  bat t ling it  out  wit h a major  assailant.
I was  then sent back quite a way  down a level,  whic h of ten meant

defeat ing major  meanies  twice or three t imes  in a game — not  to
put too fi ne a point  on it, a real pain in the arse.

All minor  gripes  though.  as this is an excellent  c omput er game
and one whic h wi l l  keep the mos t  ardent  arcadester glued to their
computer t hrough the Aut umn evenings.  Better than a s lap in the
face wit h a used codpiece s h o u l d  hope so'  Ed),

THE VERDICT
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bit f rom the coin•op,  whic h lets it  get  away  wit h a more
limited range of  sprite animat ions  (for instance, ins tead of
hav ing seven or so gradients  of  hill for our boy  to c l imb there
are only  about  four) b u t  even so the range of  mov ement s
Stridey can make are nothing short  of  remarkable_ The ST
vers ion shares wit h the Amiga the fact that  you can
somet imes  access an unwant ed (and therefore occas ionally
fatal) mov e by  a s light  s lip of  the joystick, but  it 's not  quite as
tragic because every thing moves  a bit  faster here_ In other
words  yes, you do get the occasional backfl ip you didn' t  ask
for, but  no, it 's  not  too f rust rat ing
because it  doesn't  last quite so long.
For those who dis like the Amiga's
grunt  city soundtrack (le everyone in
this office) your more l imit ed ST noises
are a bit  more soc ially  acceptable too_

As I see it  the ST vers ion of  St rider
is a smart  convers ion,  but  it 's  only
good-to-very -good rather than b looming brilliant ,  like the
arcade. Because of  the speed the ST probably  has it  s light ly
o ' e r  the Amiga,  and s ome of  it plays like a dream.  My  only

nagging doubts  are that
t hough it 's  undoubtably  a
very c lean and profess ional
program,  it  also seems like a
bit  of  a thin one. If we
believed in predic ted interest
curves (whatever they 're
meant  to be) ins tead of
think ing they 're a load of
pseudo scient ifi c bollocks
(which we do) I 'd suspect it 'd
go s t raight  downwards
rather sharpish.  The fi rst t wo
weeks would be smashing
fun though.

HASSLE FACTOR: 0
Nothing you could
really take up arms
against hero, w e' re
glad to say.
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WIN
A COMPLETE
SONY HI-FI
STACK SYSTEM
WITH CD
PLAYER! PLUS

ZERO

10 Strider T-shirts, 2 0  US Gold
T-shirts and 2 5  Strider games! Um,

and a Marks and
Sparks Chicken Kiev
(except someone's
eaten most of i t).
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Those running dogs
of capitalism at US Gold have got a special

consignment up for grabs to coincide with the defec-
tion of their new game Strider. Fight the KGB, battle
your way to Siberia and fend off jungle jibes, sorry
tribes, to face the Grand Master of the Red Army in
this Russian romp to save the western world. But
what about the loot?

THE CO NTRABAND

•." •  ".•
• •  •
* . - •

YOUR MI SSI ON

We've s muggled s ome pret ty  hot  stuff  across
the I ron Curtain,  er.. but  you' ll have to go and
collect  it  f rom the cistern in the third lay f rom the
left at  the Wat ford Gap Lit t le Chef. First  prize is
Sony 551 Compac t  disc stacked hi-fl  system
complete wit h record deck, tape deck and
speakers -  wort h 600 roubles  (actually  2400 on
the red market ),  that 's ENO quid to you'

Plus there's  loads  of  runner-up prizes - 10
St rider T-shirts ,  20 US Gold T- shirts  and 10
copies of  Strider.  You can't  af ford not  to enter)
But you' ll have to t rade us some classified
inf ormat ion fi rst.

Should you choose to accept it, is to crack the
f ol lowing codes and discover who passed the
inf ormat ion on, For example if  you thought
Chekov said "Oh look  we' re in The Cherry
Orc hard" then put  the let ter f. bes ide number
one. Once you've done that  cut out  the coupon,
put  it  in an envelope and send it  to Ha Ha
Rasout in Compet it ion,  ZERO.  14 Rathbone
Place, London W1P

to "Opening hailing frequencies. Captain,"
IC "More thrust, Scotty."
61 'The  engines cannae take it, Capt'n.
-di  "He's dead Jim."
▪ "  It's highly illogical."
f) "Oh look we're in The Cherry Orchard
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KREMLIN RULES
•  Comrades working undercover in Dennis Oneshois Ltd
or U S Gold are not permitted to eritO4
•  You have till midnight on the 30th November to bring
us the documents otherwise it s the iton cudains for you.
•  Ze Editor's decision is final

Listen carefully I shall answer this only or

11

1
ElimmlEwmummem•a

My secret name and hiding place are:
Name

Address

Postcode

E l
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A DE NNI S  P UBLICATION

Cut through the confusion.

T H E  C O M P U T E R  M A G A Z I N E  W I T H  T H E  C U T T I N G  E D G E

The personal computer world is a nightmare jungle of
constantly evolving technology and volatile pricing; a world
where its frighteningly easy to spend too much money on the
wrong product.

Lucky. then, that you've got Computer Shopper to help hack a
path through the confusion.

With its sharp appraisals of the latest hardware, incisive reviews
of the best software, and the c u t
-
t h r o a t  p r i c i n g  
f o u n d  
i n  
p a g e  
a f t e r  
p a g
e

of dealer ads, Computer Shopper is just the weapon you need in today's
computer market.

And the kindest cut of all?... it costs only 88p.

m o n t h l y

]

only
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If your name's Nicholas Parsons -
turn over. Stuff is only for the hep

cats out there. This month we've
$  , taken  a look at the 'mountains of

comic book memorabilia that's
round at the moment (and a couple of

"futuristic" things too)...

0  I f  you're used * * a w a k e n i n g s  - like the cat jumping on your
face at  6.37 every  morning - then the Tint in alarm clock's the thing for
you. It even tocks quiet ly  - what  more could you want? (A clock wit h a
quiet

0  Are you a merc ha n k e r ?  Then you could be needing one of
these - the Tint in fi lotax.  I n  s moot h black leather,  it  sports  a jolly  nice
c ommemorat iv e "60 Ans d'Aventures " badge and carries its own
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wood item,  it  dep ets Tint in - complete wit h cowlick  - sport ing a
turquoise blue pully  and look ing pret ty  nonchalant  for a junior
reporter.  Available f rom Pilot .  Price E29.95.
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Just the job if  you're planning y our annual holiday  on er....
Uranus.  Made ent irely  f rom the fl esh of  trees, Tint in's  Moon Rocket is
completely  brilliant !  At  119.95 a launch,  i t s  not  cheap but  a tad more
reliable than the Space Shut t le( From Pilot .

4

Slip the purple elect ronic  ball into y our pocket, press the t wo
I contact  points  (whils t  grimac ing menac ingly ).  And Hey  Presto

everyone thinks you're a real prat !  A mere E8.99 at Forbidden Planet.

STUFF STORES

Incredibly  Useful Invent ions  No.1756 is this Donald Duck bath
&arm!  I t ' ll prevent  disaster lif  you leave the bath running whi le
preparing duck a l 'orange r ins t anc e)  by emit t ing a ' l o u d  audible
t one" when he starts to 'drown' .  F r o m The General Store,  E11.99,

0  Fancy  rubbing one or more of  your fave bat  stars onto any part
of  your body? You perv !  Try  these t rendy  Battoos then. A snip at
E1.99 f rom Forbidden Planet,

4110011'
I t
t  .  
I I
—  
•

0  This  new Walk man W _ i s  not  much bigger than a packet of
c iggies and has a t iny,  waf er-
-  i n  
r e c h a r g e a b l e  
b a t t e r y .  
I t ' s  
g o t  
a l l  
t h
e

usual features like Dolby  and me b a s s  and a pret ty  nif ty  recharger
too_ From Dixons  at E99.99.

St ill scared of  the dark? Then get  one of  these. This  alternat ive
te-light '  lights  up at the sound of  your voice and the touch of  your

hand. On l y  t rouble is you have to stay awake to keep it  glowing.  The
Nights tar Kinet ic  Plasma Chamber costs E139 f rom the Reject Shop.

lt511
Squeeze his  pump (??) and he' ll drop his trousers. Bot t oms  upl

Available f rom The General Store,  price E15.99.

G )  Wow, it e t  y o u l a to w n  '57 Chevrolet, This
•

model-s ized semi-Chevy  has been converted into a f un FM stereo
radio and it  doesn't  sound half  bad. From The Reject Shop,  E29.99.

PILOT: 34 Floral Street Covent Garden, London WC2E 91/1
THE G ENERAL STORE: Long Acre, Covent Garden, London WC1.
REJECT SHOP: The Plaza, Ox ford Street. London WI .
DIXONS:  Various  branches nat ionwide.
FORBIDDEN PLANET:  Various  branches nat ionwide,  Mail O rder 71 New
Oxford Street, London WCI A  1DG
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8.99 9.99
SPECTRUM COMMODORE

C A S S E T T E

It's time for Beach Volley -
let's take on the world!

Your team travels the globe from London to
Sydney challenging all comers in the latest craze

SPECTRUM A M S T R A D  t h a t ' s  sweeping the beaches.
Fantastic action with variable service and play

controls as you lob the defences, try a lightning
reflex short smash to win back your service, Jump
block to defend your match winner.
This is Beach Volley y o u  may even catch a tan!

Ocean Software Limited - 6 Central Street Manchester M2
Telephone: 061 832 6633 • Telex; 669977 OCEANS C • Fix; 061

4



BLOOD WYCH
(V J o n a t h a n :  I usually

dread hav ing to tackle
this breed of  game as it
tends to involve
staying up unt il the
wee small hours  wit h a
manual in one hand

and a mug of  re-caffeinated coffee in tht-
other... And that 's  just to load it!
Actually, play ing t hem is too mentally
devastating to contemplate.  But  this  t ime
was different. In fact I was  so suprised to
find myself enjoy ing B loodwy c h  that I
decided to abandon my  at tempt  on the
world record for fi lling in an Etch-A-
Sketch completely  black (29 hours  46
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Irte Lord of  Entropy.
The first plus point  wort hy  of

attention is that in spite of  the mass ive
complexity of  the game and the apparent
enormity of  the manual,  Bloodwy c h isn't
really that diffi cult  to get into. Mos t  of  the
manual is in Spanish anyway ,  and what
does need to be absorbed is concisely
written and free of  all this  Ves t ry l '  and
I reihadwyr rubbish.  That  stuff  is all
confined to a sect ion at the beginning,
and can be torn out  and discarded.
Actually I decided to t ry it  wit hout  the
manual altogether to start with,  and was
surprised to fi nd I only  needed to refer to
it a couple of  t imes. This  could be put
down to my  intuit ive genius,  but  I think
the game's sensible layout  is a more
likely explanat ion.

I was int rigued to fi nd that  some
attempt has been made to give
personalities to the characters, apart
from the usual st rength,  intelligence etc. I
accidentally dis turbed one chap who had
obviously just got  out  of  bed and met
with a hail of  abuse. Naturally  he refused
to join my  posse.

Map-making is essential,  as the
dungeon (or whatever it 's meant  to be) is
an architectural disaster.  Your sense of
direction isn't  aided by the scenery,
which is a unif orm shade of  grey, broken
only by the occasional tapest ry  or door.
The graphics as a whole would best be
described as minimalis t ,  whic h is
excusable as t wo players  need to be
squeezed in s omehow,  and animat ion
exists only in the sense that  there is
some.

I enjoyed Elloodwych enormous ly .  It
really is an, erm,  'wor ld ins ide y our
computer' (cough),  and anyone look ing
for a few weeks of  solid entert ainment
for the least poss ible fi nancial out lay
should grab a f riend of  s imilar
inclinations and step this way.

GRAMS 0 ADDICTIVENESS

SOUND 0  EXECUTI ON c D

OVERALL88

review

Masters David McCandless and Jonathan Davies our knights of old
battle with The Bloodwych, Mirrorsoft's latest'adventure game...

Pretty cr owded these under gr ound caverns.  Can't  see the attraction myself.  N o w  is
that bl ue person a woman,  I  wonder ?

Da v i d :  B loodwy c h is
unashamedly  Dungeon
Mas ter cut down and
squeezed into a t wo
player game — and
there are are no preten-
sions to that fact.

Btoodwych has the same 3D fi rst person
view, the same look ing catacombs and
caverns, s imilar puzzle mec hanis ms
(writ ing on walls ,  but tons,  locked doors
etc) and the same cont rol system.

But Bloodwy c h improves  on Dungeon
Master in s ome respects. In the original,
when you encountered another creature
it was  just  a case of  s lamming y our
sword down its gullets  fi rst — no
quest ions asked( In this  two-player
variant,  you can actually  c ommunic at e
with adversaries.  You can fl at ter t hem
("Thy  sexual prowes s  is rek nown in these
parts"),  you can insult  t hem ("Thy  cod-
piece exudes the odour of  pig swil l"),  you
can t hem ask to do suspect things
("Please reveal thyself". . .  Cripes!),  and
you can generally  banter wit h them.  You
can even recruit  t hem to your 'merry '
band, and engage your charisma to win
them over if  they are a lit t le reluctant.

You mov e around the dungeon,  us ing
the joyst ick or mous e to click on a
direct ions pointer.  Doors  are opened and
objects picked up s imply  by c lick ing on
them.  Objects like keys and money  are
used by  plac ing the relevant  object  in the
'use' box  and click ing on it. The same
applies  for spells.  Every thing is s t raight
f orward and icon-driven.

In the dual player game,  each player
starts in a dif ferent  part  of  the dungeon,
wit h the chance of  a 'rendez-vous ' likely

only by accident. Nevertheless  it 's fun to
watch y our pal s t ruggle against  several
t rolls  or get  stepped on by  some renegade
wizard.

In adapt ing a game like Dungeon
Master to t wo players you're bound to
lose something.  In this  case it 's sound and
animat ion.  The eye-watering thuds  and
groans of  batt le are gone,  as are the clicks
of opening portcullises  and the blood-
curdling screams of  mutant  mus hrooms .
Animat ion has been s t ripped to a
min imum,  wit h characters restric ted to
t wo f rames,  and a bare jerk ing l imp when
they move.

I can foresee Dungeon Mas ter purists
turning their 'oh-so-disdainful'  noses up at
this apparent ly  inferior at tempt .  But  it 's
not. The interac t ion element  and two-
player opt ion add s omet hing new to what
could bec ome a stale genre.  If you can
forgive the jerky graphics,  fairly  poor
animat ion,  and s light ly  unwieldly  controls,
then Bloodwy c h wil l  put  a big grin on your
face and a big dent  in your social ate.

GRAPNICS ADDICTIVENISS

SOUND 0  EXECUTI ON 0

OVERALL
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PRICE

FORMAT

RELEASEr

Bloodwy c h

Mirrorsaft

C19.99,24.99

ST and Amiga
Out nowl
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COMING SOON TO A
NEWSAGENT NEAR YOU!

STUPENDOUSLY BRILLIANT MAGS ON SERIOUSLY
'HAPPENING' PERSONS SUCH AS

To lay your hands on any of these spiffing publications, all you have to
do is wander into your local newsagent and ask him to point you in
their general direction. Thereafter, by utilising a simple transaction
known as "buying and selling", in which some of the green stuff

changes hands, you should then receive one (or indeed all) of above.
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Fancy
yourself as
Jason
Donovan?
Garry Glitter?
Richard
Clayderman?
Sorry you're
in the wrong
place mate.
If, on the
other hand

you're more into the synthed
sounds of Bomb The Bass,
Bobby Brown and The
Eurythmics then you're one
of The Chip Shop Boys. Tim
Ponting explains al l—
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the bowel s  of  The Chi p Shop
Boys ( Ugh!  Ed) I  t hought  i t

would be useful ,  i f  first,  I  expl ai ned
just who the hel l  I  am,  and second.
what the hel l  I 'm doi ng her e.

If you've r ead the i ntr o you'l l
know my name,  i f you haven't ,  s top
skipping thi ngs  and go back  and
read it. I 'm pr et ty  wel l  up on al l  thi s
musical s tuf f  - I  actual l y edi t  a
rather good musi c magaz i ne cal l ed
Rhythm. As  to w ha t  the  hel l  am  I
doing here,  wel l .  I 'm her e to keep
you up to date w i th al l  that 's
happening on the  computer  musi c
scene. I f you'r e i n a band and w a nt
to use your  computer  to sampl e
sound or  synthesi z e,  you've  come
to the r i ght place.  Though l ots of
you will  al r eady k now  the basi cs a
lot of you w on' t  so I 'm goi ng to
nen r ight at  the  begi nni ng and
explain ever ythi ng you'r e  l i kel y to
need to k now  m ont h by  m ont h.
Apart fr om the musi c l essons I 'l l
also be i nter vi ewi ng o r  get t i ng
other peopl e to)  t op bands who' r e
already usi ng 16-bi t  machi nes to
produce thei r  al bums.

So, to ki ck of f  thi s month,  w e 'v e
got an i ntr oduct i on to MI DI  and an
Interview wi th Ti m S i menon of
Bomb The Bass.  Beat  die den!

BEAT DIS....
Tim Pirelli samples a few
bars with Tim Simenon
while he's laying down
tracks for Bomb The Bass's
forthcoming album.

0  ne minut e I was  at college and
I'd got  a part -t ime waiter's  job
in a Japanese restaurant,  and

the next  I was  at No.  5 in the Charts . "
Not  a bad c laim,  if  you can make it.

Tim Simenon can, for he's  the
brains and the talent  (and the looks l
behind Bomb The Bass. I f  you lis ten
to the pop charts you' ll have heard the
string of  hits he's  had wit h Beat  Dis,
Megablast, Don't Make Me Wait, and
Say a Little Prayer. T im is one of a
growing number  of  mus ic ians  who are
using record turntables  and computers
to mak e hit  dance records.  Ti m' s

background as a DJ
turned h im on to mus ic
and got  him into deejay-
ing regularly  in top

London nightc lubs ,  whi le  his  interest
in c omput er games  helped get  him
into us ing c omput ers  for music.

"I s tarted deejay ing when I was
15," he says. " M y  foundat ion is in
deejay ing and it 'sall
really g o o d  ex per-
ince. I c an 'predic t '
hit rec ords  -  I  c an
tell you within a few
seconds of put t ing a record on whet her
it's going to be a hit  in the clubs. And  99
percent  of  my  predic t ions  are right .

"When I was  muc h younger I was
really  into c omput er games , " he con-
t inues. " N o w  I 'm more into doing
music, so that 's  what  I 'm doing. "

In his school days
Tim w a s  p l a y i n g
games  on a Sinc lair
Spec t rum;  a  mo r e
fortunate f r iend o f
his had a Commodore  64. I t  may  have
seemed futuris t ic  at the t ime,  but  today
the Spec t rum and Commodore 64 have
since been left behind by a new genera-
t ion of computers.  Nevertheless  it was a

"I can prodict hit
records."

" I was molly  Into
computer games."
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C64 that Tim and producer Pascal Gabriel
used t o make Tim's  fi rst album,  Into The
Dragon,  las t  year.  " W e  h a d  t o  r u n  a
program c alled P ro  16  f rom a  German
sof tware house called Steinberg to make
the mac h ine  mo r e  us ef ul  t o  u s  i n  t he
s t ud io . "ex p la ins Tim. "A l -
though t he  s of t ware wa s
already out  o f  dat e wh e n
we were using it, Pascal felt
much happier with it than a
lot of  the other newer soft-
ware that  was around at  the t ime. "

It just goes to s how that not  every•
thing that 's bright .  shiny  and new nec-
essarily represents  progress.

While the C64 has given way  to the
Atari ST as the s ingle mos t  popular
music c omput er I for dabblers  and pro
music ians alike), Pro 16 has  been
superceded by other mus ic  programs
like the C-Lab Creator and Notator  and
Steinberg's Pro 24. Latest of all is
another Steinberg Program called
Cubes& Af t e r  c omplet ing Into The
Dragon on Pro 16, Tim bought  himself
an Atari and t ried out  Creator,  T h e  v ibe
wasn' t  good, " he says, "s o  it  went . "
Instead he started us ing Pro 24. "Th i s
year it 's all been Pro 24," he
confi rms . "and I 've started look ing at
Cubase_ I t  looks really  good.

"I liked the drum edit or page in Pro
16 which is something they didn' t  have
in Pro 24. N o w  they 've brought  it  back
in Cubase I t ' s  much easier to under-
stand what  you' re doing when it 's
displayed on screen in f ront  of  you. "

The drum editor is a grid display
that s hows  the pos it ion of
the drumbeats  in each bar
of music.  N i n e  out  of  ten
music ians who express a
preference seem to agree
that it 's a muc h bet ter way  to work  than
using mus ical staves or event  lists
where the mus ic  appears  more like a
program lis t ing than a piece of  music.
But why  use a sequencer at all ?

"Wit h a convent ional guit ar band
you can have a jam to see what  a song
might  sound like, but  I can't  do that. I
can't go into a s tudio and say 'bass
drum:  track 1, snare: track I  need a
sequencer. '  explains  Tim.

ZERO

"They're coiling
my k ind of musk
the ne w punk"

s' Boat dis
'down in

will go
history"

The ST only  stores the note infor-
mat ion needed to make Tim's  collec-
t ion of  drum machines ,  synthesizers
and samplers  play  his music.  I t  doesn' t
record the sounds themselves  - ins tead
they are recorded ont o mult i-t rack  tape
in the same way  ' real'  ins t ruments  are
recorded, Th e  machines  Tim uses are
cont rolled by  a system called MIDI  (the
Musical I ns t rument  Digital Interlace)
that al lows  the computer to cont rol all
the other ins t ruments .  S o  what  ins t ru-
ments  does he use ?

"A lot  of  old gear, " he replies.  ' A
Minimoog,  an Oscar and Roland Juno
106 synthesizers, a Roland TR909 drum
machine and Akai S900 samplers . "

None of  these ins t ruments  are st ill
being made,  so the only  way  to buy
them is second hand.  Somet imes  this
means  they won' t  cost you very  much,
but  at other t imes  ' fashionable'  old
synths can c ommand quite a lot  of
money .  Du r i ng  the Ac id House craze
last year the synthesizer respons ible for
the 'ac id sounds ' was  a Roland TB303
Bassline, Bef ore the acid craze you
could pick one up for around forty  quid,
at its height  they were changing hands

for almos t  t wo hundred.
Anot her aspect of  13..ls

mak ing mus ic  is the
copy right  inf r ingement s
of re-us ing mus ic  f rom
other records. I t  works

like this:  you fi nd a piece of  mus ic  -
any thing f rom a s ingle sound to several
bars of  a d rum beat  -  that  takes y our
fancy, record it  into a s ampler and use
it to make your own mus ic  f rom.  It 's a
bit  like play ing mus ical pick 'n mix ,  and
it's already  resulted in a number of
court  cases and many  argument s
between mus ic ians .

"They ' re calling my  k ind of  mus ic
the new punk , " c omment s  Tim.  " I t ' s
t rue in a way  because a lot  of  what  I've
done is 'copy right  anarchy'.  I  think  it 's
s light ly  more ex t reme than what  punk
was  doing but  I don' t  unders tand why
the ' real'  mus ic ians  are t ry ing to stop it.
Alt hough I never went  to any punk  gigs
I never t hought  punk  was bad; the
general v ibe was  fun.  A n d  I think this
should be t reated in the same way.  I t
shouldn' t  be a scapegoat  for musos . "

So what  of  the idea of  DJs mak ing
mus ic  wit h other peoples '  records  and
computers  - is it jus t  a pass ing fad?

"Records  like Beat  Dis wil l s it  in
his tory  as a record of  the eight ies , "
comes Tim's  confi dent  reply.  " I f  in ten

years you say to someone
'tell me a record of  the
eight ies ' I bet  the answer
wil l  be one of  the DJ
records . "

And what  about  c omput er games
are they  dest ined to go the same way
as Glen Madeiros? Wel l ,  if  it 's any thing
to go by, Ti m Simenon's  Megablas t  has
just  been  adopt ed b y
Mirrorsof t  as the mus ic
to accompany  Xenon
- wh i c h  i s  o n  releas e
now!  S o  i t  look s  l i k e
they ' ll be  around long
after Clif f  Richard!

MIDI
MADNESS
Today the acronym "MIDI" is
familiar to almost all
musicians, certainly to all
those who have come into
contact with the hi-tech end
of music making. For those
of you who haven't met it
before, listen carefully, I'll be
asking questions later.
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ment  Digital Interface and is
the system used by modern

synthesizers, samplers  and drum
machines  to c ommunic at e wit h each
other.  I t ' s  also used by dedicated
hardware sequencers  to send control
data to these ins t ruments  to automate a
musical performance.  Any t h ing  a
dedicated sequencer can do,  a  com-
puter, running the appropriate software.
can also do and the story doesn't  end
there. A n  Atari ST, PC, Amiga or
Archimedes  running the correct
sof tware can be persuaded to perform a
whole host  of  other useful chores, such
as patch edit ing,  librarianship,  mix
automat ion and hoov ering y our
bedroom.  That ' s  why  you're reading
about  it  in the pages of  a computer
mag.  (Just  in case you wondered. )

In the early  sevent ies synthesizers
were lit t le more than glorifi ed electronic
keyboards (which may  go some way  to
explaining why  early  sevent ies music
was  so crap).  Their range was  as limited
as Jason Donovan's  and they tended to
be used as a fun gimmic k  rather than a
serious mus ical ins t rument .  Wit h such
limited use compat ibil it y  was  not  an
issue, whic h wa s  very fortunate
because, inspired by  a mood of  non co-
operat ion,  manufac turers  had fi lled the
market  wit h an array  of  systems for
c ommunic at ing the pitch of  a note.
There were 'S-t riggers '  and At-triggers',
*one volt /octave cont rol systems' and
'volts-to-Hertz cont rol systems',  not  to
ment ion car rentals;  all very c lever and
all very  incompat ible.  A b o u t  as much
use as a t in wit hout  a can opener.
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Synths devel
oped along wit h
the res t  o f  t he
computer indus
try, part icularly
as a  c o n s e
quence of digital technology.  Wi t h  the in-
troduction o f  poly phony  (being able t o
play more  t han o n e  not e a t  t he s ame
time), veloc ity  sens it iv ity  (t he s ound re-
sponding to how hard you hit  the key) and
programmability  (being able to recall the
sounds you had created f rom a memory
Dank rather than by resett ing all the panel
controls) synths were serious ly  mus ical.
But they were st ill rat her like that  t in o f
beans. Programmable  poly s y nt hs  s uc h
as t he Polymoog.  Prophet  5, Oberheim
OBX and Jupiter all demanded a more so-
phisticated c omms  system, but  did t hey
have the same system? Di d  they heck as

Roland had its own Digital Commu-
nications Bus, Oberheim had its Perform-
ance System... need I go on? Mus ic ians
had to either opt  for one manufac turer's
gear or accept that their ins t ruments  were
only ever going to work  in isolat ion.  Fai l -
ing that it  was  back to the banjo and the
George Formby  songbook.

Well we've all been there before,  said
The man wit h the Betamax  v ideo
recorder and BSB squariel.  Ent er  Dave
Smith of  Sequent ial Circuits, N o w  Dave
is a smart chap (the sort of chap who
bought a VHS video recorder) and he
suggested an internat ionally  agreed
.Jigital communicat ions  s tandard would
really make life a whole lot  easier.
Obvious really, so obv ious  that  no-one
else had even thought  of  it.

SYNTHESIZER CONTROLLING
DRUM MACHINE

SYNTH MIDI OUT

MIDI IN

•  MIDI I N

MIDI IN

MIDI OUT

MIDI OUT

SYNTH
addressable
MIDI buses to
accomodate
more c omplex
ins t rument  set
ups. Ty pic al ly

a MIDI  equipped device wil l  carry  three
180 degree,  fi ve-pin DIN sockets to
allow connection to the system. These
are usually  mark ed 'MIDI  In', 'MIDI  Out '
and 'MIDI  Thru' .  The re  are dev iat ions
from this; the Atari ST has a non-
standard c ombined MIDI  Out  and Thru,
and shoulder-s lung MIDI  cont rollers
only  require a MIDI  Out.  Mak e  any
sense yet? (No actually !  Ed)

0  SYNTHESIZER PATCH EDITINGUSING A COMPUTER

AUDIO OUTS
I
DRUM

MACHINE

The IMA (Internat ional MIDI  Associa-
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concerned manufac turers  and the fi rst
version of  the MIDI spec was  agreed
with a corresponding body  in Japan.
The agreement  was  met  wit h a chorus
of "About bloody  t ime too, "

For the fi rst t ime any suitably
equipped piece of  electronic  mus ic -
making kit could talk to any other.  Or so
said the theory.  There were teething
problems in the early  days, and there
are still areas of  doubt  and uncertainty  -
even the technical spec sheet is open to
different interpretat ion.  Bu t  on the
ehole MIDI works,  and it 's certainly  an
improvement on what  had gone before.

Now we've established how it  came
about I'll explain exact ly how MIDI  is
organised. 1 6  MIDI channels  are
available over the MIDI  bus, and each
.nstrument or device can be ass igned
one of these to carry the cont rol data
ntended for it. A t  the t ime of  its
conception 16 channels  seemed to be a
generous number,  but  many  systems
now offer a number of  indiv idually

The basic  system works  as f ollows
MIDI In receives all data t ransmit ted on
the MIDI  bus  and allows  a specific
device to read any  data intended for it;
MIDI Thru re-t ransmits  all data arriv ing
at the MIDI In, plus any information that
the device in ques t ion may  be in-
structed to add to it; MIDI  Out  sends
data generated wi t hin the device out
onto the MIDI buss, it  does not  (ordinar.
ily) repeat  data arriv ing at  the MIDI  In.
There, s imple isn't  it?

Us ing these three sockets it 's
possible to connect,  say, a drum
machine t o  a  synthes izer s o t hat  d r u m
s ounds  c a n  b e
played f rom the key-
board ( s y n t h  M I D I
Out to drum machine
MIDI In- Fig 1), or to
connect an  S T t o  a
synth f or patch edit -
ing (synth MI DI  Out
t oSTMI DI  S T M I D I
Out to synth MIDI  In-
Fig 2). The MIDI Thru
is u s e d  t o  b u i l d  a
comprehens ive MIDI
system. A  k ey board
synthesizer c a n  b e
connected to a num-
ber o f  "e x p a n d e r "
mo d u l e s  ( o t h e r
synths ,  s a mp l e r s .
etc.) b y  c onnec t ing
t he c o n t r o l l i n g
synths' MI DI  Out  t o
the fi rs t  ex pander' s
MIDI  I n ,  t h e  fi r s t
ex pander ' s  M I D I
Thru t o  t he s ec ond
expander's  MI DI  I n
(Fig 3 )  a n d  s o  o n .
Have a  l ook  a t  t he
diagrams  i f  y o u ' r e

still a
lit t le confused.

A glanc e at  t he pa-
perwork  that defi nes the
MIDI spec ifi cat ions  wi l l
tell you that, as well as
note inf ormat ion,  MIDI  is capable of
handling such things  as pitch bend,
patch changes, bulk  dumps  and t iming.
But don' t  get  the idea that, because the
MIDI c omms  s tandard is capable of
handling all this, all MI DI -equipped
devices are capable of  implement ing it.
(Wouldn' t  dream of  it. Ed) Certain
devices only  have a use for certain com-
mands,  other devices may  not  be so-
p h i s t i c a t e d

"CHAINING"  OF MI D I  DEVICES

m u
s
i c

enough to take
advantage of
all that  MIDI
can cont rol.
The one ad-
vantage you' ll
have as a
computer user
is that the
computer is
going to be
more fl ex ible
than any  dedi-
cated hard-
ware device,
and if  you're

writ ing y our own sof tware,  the only
limitat ions  are those imposed on the
MIDI implement at ion of  the hardware
on t he receiv ing end.

Remember MIDI  is st ill in its infancy.
Sof tware writ ers  are cont inually  t ry ing
to meet  mus ic ians '  needs wit h it  and
of fer their own ideas for its use in the
creat ion of  music.  A l l
you need for a piece of
the act ion is  the incen-
tive and  a  l i t t le inf or-
mat ion.  Th a t ' s  where
we  come in, watch this
space.

A MUDDLY MID I  GLOSSAR
Bulk Dump
Not as rude as it
sounds. Sending System
Exclusive data from a
synth to a computer and
vice versa.
Comma
Nickname for serial
communications of
which MIDI is one
variety.
CV
Short for control volt-
age. Forerunner of MIDI
as keyboard to synth
control method.
DIN
German technical stan-
dard for things like
leads, film speeds etc.
Expander
Synth without keyboard
operated via MIDI.
Librarian
Computer program
which stores patches

from a synth on a com-
puter disk via a MIDI
link.
Mix Automation
Using MIDI to automate
the movement of the
faders on a mixing desk
in a recording studio.
Patch
A sound on a synth.
Patch C ha n,*
Changing the second on
your synth, either from
the control panel or
through MIDI.
Patch Editor
Computer program which
edits the sounds an your
synth through MIDI.
Pitch Bend
Bending a note using the
pitch wheel. This move-
ment con be recorded
using a sequencer
program, retaining
feel of a performan
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Commodore Amiga A1084 Stereo colour Monitor inc lead E269.00
Atari SC1224 Colour Monitor inc lead £249.00
Atari SM124 Mono Monitor including lead £104.00
Philips CMB833 stereo colour monitor inc. lead for S7 or Amiga £229.00

Atari SF314 1 Megabyte £139.00
Amiga A1010 1 Megabyte £139.00
Cumana 1 Megabyte Atari or Amiga 09.95
NEC 1 Megabyte Amiga £89.95
Atari Megafile 30 Hard Disk ...E449.00
New! Commodore A590 20 meg hard disk .C369.00

Sixteen Bit Superdeals from the Sixteen Bit Specialists !
CUS TO ME RS  PLEASE NO TE ! Whe n c om pa r i ng pr ic e s  r e m e m be r  ours  inc lude  fa s t de l iv e ry  by  courier.

520 STFM Power Pack
£359 .00

Inc. VAT and Next Day Delivery
Power Pack includes:

*  520 STFM 512K Keyboard with Built-in 1 Megabyte disk drive and TV
Modulator

*  Over E550 worth ot games software, including OutRun. Gauntlet 2.
R-Type, Space Harrier. Super HangOn and 16 more Top Games

*  Organiser Business Software including WORDPROCESSOR.
SPREADSHEET and DATABASE

*  First BASIC and First Music Utility Software
*  FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95
*  All leads, manuals PLUS MOUSE and tree mains plug!

REMEMBER! Many ST's do not come with BASIC - ours come with
ST BASIC REV D by Metacomco,

520STFM Explorer Pack
£279.00

*  Explorer Pack Includes 520STFM 512K Keyboard with built-in 1 Megabyte Disk
Dnve and TV Modulator

*  1 FREE Game. ST Tutonal and METACOMCO Basic worth £25.00
*  A ll Leads, Manuals PLUS MOUSE and FREE Mains Plug!

1040STFM Midi Music Pack
£439.00

*  Inc ludes 1 megabyte keyboard plus Pro 12 Midi Music Software

1040STFM Business Pack
E439.00

Business Pack Includes:

*  Atari 1040STFM Keyboard with 1 meg memory and 1 meg built- in dusk drive
plus TV modulator.

*  £385  worth at BUSI ne5a SoIhvare includeig MICROSOFT WRiTE w e l l  processor (E150),
SUPERBASE PERSONAL Database 0 0 i  and VIP PROFESSIONAL LPIPS 123
Spreadsheet clone rE150) Melacomco Basic (E25.001

*  A ll leads, manuals and mouse.

MEGA 1 BUSINESS PACK
£529.00

Features
*  Separate Keyboard and System Unit
*  All the Software included with 1040 STFM Business Pack.
*  &direr chip installed tor faster graphics

Inc SM124 Mono Monitor C 6 2 8  00

ACCESSORIES
Branded Memorex 3.5" DS OD Disks
Box of 10 E 1 3  95
Memorex Disk Box

E11.95 F o r  40 3,5" Disks E 8  95

Ckackshot II Turbo Joystick E 9 . 9 5
Competition Pro 5000 Joystick „..E13.95
Competition Pro with Autolire  E14.95
Konix Speedking Joystick
Red Mouse Mat with Amiga logo...C.5.95 A mig a  1,2 Meg Expansion  E l l  9.95
Plain blue Mouse Mat E 4 , 9 5  Con tro l Centre Atari or Amiga £39.95

Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20 95

PRINTERS
Star LC24-10 24 pin incl. lead STAmiga E 2 7 9 . 0 0
Star LC10 includirp interface lead for ST/Amiga E 1 8 9 . 0 0
Star LC10 colour including interface lead for ST1Amiga £ 2 1 9 . 0 0
Citizen 120D including interface lead for STAmiga £ 1 5 9 . 0 0

SEIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES
Setkosha 9 pin NLO including interface lead tor STAmiga E 1 3 9 . 0 0
Seikosha 24 pin LQ including interlace lead for STiArniga £ 2 5 9 . 0 0

Amiga A500 Games Pack
£389.00

Inc VAT and Next Day Delivery
Game Pack Includes:
*  Amiga A500 512K Keyboard with Built-in 1 Megabyte disk drive
*  Free TV modulator worth £24.99 allowing you to use the Amiga with

a normal TV.
•  E230 worth of Games Software, Including BUGGY

BOY, MERCENARY, BARBARIAN, WIZBALL & six more games
*  PHOTON PAINT or SPRITZ GRAPHICS PACKAGE worth over C50 00
*  FREE MOUSE MAT worth £4.95
*  Amiga BASIC. Amiga EXTRAS 1.3. Workbench 1.3 PLUS the

Amiga Step by Step Tutorial.
*  All leads, manuals PLUS MOUSE and mains plug!

MONITORS

NEW LOW
PRICES!

Amiga A500 StandAlone
£369.00

*  Amiga A500 as above but without the £230.00 worth of Games Software

I l a
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S t  
G a m e
s  
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£459.00
includes everything in our Amiga Games Pack PLUS a Comprenensive
Suite of Business Programs including. Scribble II WORDPROCESSOR
Analyze It Spreadsheet and Organise Database.

AMIGA 1 M E G !
£499.00

Announcing the new Amiga 1 meg-an A500 system with fitted I
megabyte memory expansion and clock card PLUS TV Modulator
AND DRAGON'S LAIR a six disk 1 meg megagame!

AMIGA 1 M E G  +
£519.00

Our Amiga 1 meg + also includes the E230 worth of games software
normally given with our A500 Games Pack.

EXTERNAL DISK DRIVES

CREDIT CARD ORDERLINE IT 0908 78008  (Mon - Sat 9am - 6pm)
To order either call the orderlioe above with your Credit Card details OR make a cheque or P.O. payable to

Digicom Computer Services and send it with your order to the address below. Callers are also most welcome at the address belowDIGICOM
Uni t 3 6 ,  Wha r ts ide ,  Fe nny  S tra tford,  MI LTO N KE Y NE S  M K 2  2 AZ

All prices include VAT and delivery by courier
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tric set. Jackie Stewart 's  got  one.
So has Murray  Walker.  And if

you play  your cards right ,  you could
have one tool Courtesy  of  Electronic
Arts who  is releas ing Ferrari Formula
One any  moment  nowt  I t 's a World
Champion Set  complete wit h Ferrari
racing cars, chicanes, fences and f our
lanes of  motorised madness.

No-one's  too old to own an
Electronic Arts  T-shirt  and mug
either. Elect ronic  Arts  T-shirt 's
are oh-so handy  on those days
where the sun is shining bright .
And mugs  - well,  what  more can
one say: h o w else do you get
your s teaming hot  'char'  f rom
teapot to mouth? Well,  okay, you
could get  third degree burns  on
the palms  of  your cupped hands  -
but you k now what  we mean.

And of  course, no-one's  too old to
own a super swank Ferrari metal badge.
Some people are too rich to need one,
it's true, but  that 's s imply  because
they've got  the real Mc Coy  t hrobbing
away beneath their undercarriage.  But
that's their look-out .  These badges  are
guaranteed 'vandal proof ' ,  (And they
don't  run Out of  petrol).

Anyway There's The Prize
Description, But Who Wins What?
Okay. Well one (count  'em:  one) fi rst
prize winner wi l l  get  the Scalextric set.
(Raucous applause).

Ten (count  'em:  ten) second prize
winners  wil l  get  a double pack of  one
Electronic Arts T-shirt  and one Mug.
(Mild applause).

And twenty  (count  'em:  twenty ) run-
ners up wi l l  each receive a Ferrari

V110000M1
T T

badge. (Sporadic  c lapping,  whic h fizzles
out  af ter three seconds). Yes, we  k now
it's not  as good as the Scalextric, but  it ' ll
serve you right  for not  being 'fi rst  out  of
the pos t bag"

Quick - How Do I Enter... And
What Do I Do?
It's all quite s imple really:  as long as
you k now a mit e about  motor-rac ing,
that is. Just  answer these f ol lowing
quest ions.. .
(1) Here ore the noses of three
famous racing drivers: Nigel
Mansell, Ma in Prost and Stirling
Moss. But which one of these noses
belongs to which racing driver?
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•  Any employees  of Dennis  Oneshots Ltd. or Electronic  Arts caught t ry ing to enter Oils
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1  •  Any  entries received after 30th Nov ember will be burnt ,  and we'll dance on the ashes!•  The Editors  dec is ion is FINAL. No whingers  please. I
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I  N ig e l  Mansell's  is   A l a i n  Prost's  is  S t i r l i n g  Moss 's  is  I

-

(2) The commentator is   1 1
(3) The best shot is    I

14) And as for the best actor it 's  defi nitely

If I 'm fi rst out of the bag send my  prize to

1  NAME

A World Championship
Scalextric Set

10 Electronic Arts
T-shirts, 1 0  Electronic
Arts Mugs And 2 0
Ferrari 'Logo Badges'

RULES

I i

(2) Wha t famous racing commenta-
tor might say something like this?
"And...it's...Mansell...closing...up...on...
Warwick Mansell—overtaking—on—.
the...inside...of..,Worwickl Wa i t a
minutemthat's not Worwickl And
that's not Mansell either! Oh no-
they've both crashed, anyway!"
(3) Who's  the better shot in clay-
pigeon shooting: Jackie Stewart or
Nigel Mansell?
(4) Who's  the better 'actor': Jackie
Stewart or Nigel Mansell?

Done That?
Okay then fi ll in the answers  on the
coupon below and send the result  tor a

photocopy) to Vroom
Vroom Compet it ion.
ZERO, 14 Rathbone
Place, London W1P
'IDE. And make sure
your ent ries cross the
fi nishing line by 30th
November,  or they ' ll
be sent s t raight  to
the pits.

ADDAISS

ZIP COM
. 1 . 1 1 1 . E I M M M i g n E i l l E i N i =  o n  •  •  I N  E n  E l  e l
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Mat t  Bielby
(Editor of Your
Sinclair b u t
don't hold that
against him!)
gives his expert
arcade advice
on how to
spend a penny
(well quite a
few pennies
actually!)
wisely...

We're here to point you in
the right direction of what's
likely to be a pretty good
game so you don't have to
waste loads of moolah just
trying it out.  We've kept the
ratings pretty simple, One
overall mark out of five stars
(well actually five Space
Invaders) reflecting not
graphics or playability in
particular -  though they're
obviously the two most
important criteria - but  our
general overall response to a
game. For example five
Space Invaders indicate a
super spitto game and a
single alien -  er, a bi t of a
crap one...

trem/30p a go
Yes, it's that hoary old standby, a
progressive horizontally scrolling shoot
'em up. Sitting in a very ordinary looking,
non-dedicated cabinet. It's not all that
frenetic or flashy, and the colours used are
rather sober greens and dark blues.
Basically it does nothing to draw attenti
to itself - so why is it surrounded by so
many people? Could it be because it's
seriously excellent??
Blooming right it could! Dr agon Breed is the natural
successor to R-Type i n more ways than one.  Designed by
!rem -  who brought us that seminal shoot 'em up -  for one
thing, it shares the same consistent high quali ty in both
gameplay and graphic design.
You play a little chap riding a long, worm-like dragon (the
natural successor to R-Type's snake jobbies) taking on
oodles of mythical, monsterous bad guys. These come
all shapes and sizes - from man-sized to end of level
meanies that take minutes to show their full extent across
numerous screens - and are universally well designed and
animated. Both the human hero -  who can dismount at
some points to cause maximum devastation -  and his
mount are armed and can pick up extra fire power  pods,
but separating the two is risky.

You see, as in R-Type,  the central sprite (in that case the
space ship, here the man) remains vulnerable no matter
how many add-ons you get.  The dragon's curly body ca
be twisted around to protect him in most situations,
provided you think ahead in time, but the natural tendency
s to forget it's the little man you need to protect and not
tie dragon's head - with potential ly devastating results.

It's not the flashiest shoot 'em up ever but you'd be hard
pushed to name another  that plays as well. Bound to be a
birrova massive arcade hit destined for conversion to 16-
bit machines sometime next
year. Christmas 1990 all for-
mats number  one, anyone?
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You'll have to di
elect some of the g
tined icons. Keep the
warhead and you'll have
,omr deterrent, but be careful
your little man is well armed

tithe's very vulnerable on

The dragon's curly body can
DI used in a couple of ways.
'grist him up, and you can
made a devastating whiplash
Asti with his tail, but
'almost it's an impenetrable
;rotection against all comers.
4e doesn't move that fast
'.ugh, so you'd do well to
.link ahead and remember
le attack

Weapons aren't quite as
amorous as in R-Typo, but
Sey're just as fun. With
Issimum power dragon
moil, gained by picking up
-
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vac? try Lisherine. Ed) and
:oenward firing lightning
was, three blue ones, you're
•olfy cooking. Or at least, the
•emies ore.

SPECIAL AGENT
Data East/30p a go
This one's  pret ty  cheeky! The
wors t  b i t  i s  t he  h i g h  s c ore
screen -  v irt ually  a  digit is ed
vers ion of The Living Daylights
poster - but  t here's  hardly  a
moment  where you don' t  spot
some n e w on-sc reen J ames
Bond reference/ rip o f f  I  t ak e
your pick-) You  p lay  a  f air ly
large Timo t hy  Dal t on s pr i t e
(in obligat ory  DJ of  course/ tak ing on oodles  of  terroris t  bad
guys around f amous  Was hingt on D.C. monument s ,  amongs t
other places. Ma n y  of  the levels are Rol l ing Thunder-ish
horizontal scrollers,  wi t h 'James '  tak ing out  ninjas  and
musc lemen wit h his  t rusty Walt her PPK (or even more trusty
giant  rifl e/  but  there's  some rather more interes t ing stuf f  in
here too.

How about  the opening f reefall sequence, a vert ical scroller
mov ing down the screen as you take on baddies  whi le you
drop, before popping y our Stars and St ripes chute? Or the

high speed mot orbik e chase
where you' re assaulted by
men in jet packs? Or even
the shark  infested
underwat er scenes?
Somet hing in here for
everyone and - dare I say it?
- capturing the fl avour of  007
far bet ter than any  of
Domark 's  efforts.

V  Guess w ha t ?  Coul d D a t a
East ha v e  be e n  w a t c hi ng
Thundorbal l  by any chance?

A  Oops! 0 0 7  seems to have
for gotten which country he's
m e a nt  t o  be  f r om !

WILLOW Cap Com/30p a go
Well,  it 's  a pret ty  anc ient  licence, I grant  you,  and the mov ie
didn' t  exactly set the wor ld alight  in the fi rst place, but  I 'm
glad to see this  'cos - and I k now everyone else wi l l  disagree -
I think  Wi l l ow was  a bit  of  a corker of a fi lm.  Non-fans  wil l fi nd
there are plenty  of  other reasons why  this is wort h a look.

Graphically  it 's lovely  -  very state of  the art  wit h smooth
animat ion,  large sprites and colourful backdrops,  The t wo
main characters - you alternate between play ing the s tumpy,
magic  fi ring t it le role and the larger,  more athlet ic  rogue
Madmart igan (both look  remarkably  like their big screen

A  This ai d magician lurks in the extr a weapons shop
sequence.  Her e you can spend this gol d you nabbed off
dead enemies.  A hal f pound of magic bol ts,  my good man/

counterparts) and the garneplay  is very faithful to the plot  of
the fi lm.  Faithful,  that  is, f or what  is basically  a 1989 remake of
Capcom's  anc ient  plat f orm and ladders  shoot  'em up Ghosts
And  Goblins. Not hing new then but  well done all the same.
Experts may  c omplain the gameplay  isn't  perhaps  up to the

best plat f orm and ladders
standards, but  the v isuals
certainly are,

dosh eaters

CRIME CITY
Taito/30p a go
This does for Miami  Vice
what  Secret  Agent  did for
007. Two  suit -wearing cops
roam around shoot ing and
punching out  drug dealers
RoboCop s ty le.  Occas ional
Op Wolf y  3D fi refi ghts,  but
most  of  the act ion is
horizontally  scrolling,  the
highlight  being when the
boys jump across the roofs
of mov ing cars. Hilarious l

? R e ! !

VIOLENCE FIGHT
Taito/30p a go
The wor ld ' s  biggest  sprites
slug it  out  in comic  book
street fights, wi t h s illy  words
i'dogon' ,  ' g o o n l  appearing
on screen occas ionally  and
even s illier fi ght ing moves
Fun, wi t h  the highlight  being
the walls  splintering as you
fall on them.

TWIN HAWK
Taito/20p a go
WW2 vert ical scroller wit h a
t rillion and one planes, ships,
tanks and even bigger tanks
lining up to be machine
gunned to death by  a t iny
Spitfi re lookalike.  Tricky, but
too s imilar to Fly ing Shark et
al to get  the pulse racing.el
UN SQUADRON
Capcom/30p a go
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jets go up against  all sorts of
enemy  tanks, aircraf t  and the
like, in a horizontal shoot  'em
up reminiscent  of  Silkworm,
A wei rd  shop sequence
allows  you to buy  extra
weapons  for your F• 14, F-20
or Thunderbolt ,  inc luding
things  Tom Cruise never
dreamed of !  A neat  top panel
shows  the pilot  grimace in
pain when hit ,
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Domark/Broderbund/E 19.99
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familiar with the actual game of
Shutflepuck itself, we'll  tell you

about it. It's a two player game set
around a table, with one player seated at
one end of the table, and another  player
seated at the other. Both chums are
'armed' with wooden blocks (about the
size of blackboard rubbers) and there's a
'puck' waiting to be hit. The two players,
in this case let's call them Humpty and
Big Ted, have to strike the puck, sending
it down to the opposing end of the table
where hopeful ly a 'goal ' will be scored. If
either of the chums is clever enough,
they'll utilise the fact that the edges of
the 'table' are raised — al lowing the puck
to be bounced off at cunning angles.
Unfortunately, neither Humpty or Big
Ted is clever enough.  In fact they're both
just propped up against the table doing
nothing at all. Oh look — Big Ted's fallen
over. Blimey, his head's come off.

Anyway, that's how you play
Shufflepuck, and in the computer  game
you're playing it inside a rather weird
café — hence the title. There are two
screens — the first being a selection

ZERO
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screen, where you can choose which of
the nine rather bizarre opponents you
wish to 'battle' (there's a weird lizard
bloke, a robot and more and each of
them vary in skill), or maybe you'd like
to pl ump for the tournament mode,
where you take on each character in suc
cession. This choice having been made,
it's onto the 'business' screen, where the
game takes place. I decided to take on
the little spotty chap with the glasses: he
didn't look quite as 'handy' as the
others. So, having selected him with the
mouse-pointer, it was onto the actual
matchplay screen.

Sure enough there he was at the
other end of the table looking all sort of
eager, wholesome and annoying_ Game
on! My  serve. So I whizzed my mouse
across the mat at a stunningly rakish
angle and — kerpow — the puck
bounced with a sampled 'clang' off the
side of the table and whooshed through
his defence. Thanks to my superior
mouse-mat (a trendy and 'grippish'
ZERO one) I soon won the match 20-nil.
Well, he was easy, But not all of them
are. In fact, things start to get downr ight

By l ingo,  this opponent  seems a tr ifle squi ffy in the head — that's his twenti eth
glass of bubbl y so far  toni ght.  A victory for  me could be in the offi ng her e
(unless his l iver 's made out of J-cloths).

impossible when you get to Bej in (the
female refugee from the Addams
Family, who has 'spook serving tactics'I.
or Biff (the aggresive Biker).

If the opponents aren't tough enough
for you (or are too hard, if you're a bit
useless) loads of the in-game elements
can be 'tweaked'.  You can change the
size of your bat, alter the friction levels
and even summon up a block that
moves around in the middle of the
playing area generally getting in the
way and helping you to score billions of
own-goals.  The first contestant to score
20 is the winner. Oh, and the game's
totally controlled by mouse,  so if your
mouse-mat's a bit crap you might find
yourself in a bit of a squiff. We suggest
you invest in a rather trendy and
extremely 'grippish' ZERO Mouse Mat
they cost about a fiver, and will be
available SOON!

On the ST Shufflepuck Café is an
extremely simple game that's been
implemented brilliantly. And very
originally. There are loads of little
touches, like the sampled comments
you get from the different characters
when you beat them — or alternative
ones when they beat you. One of the
opponents (Lexan the Lounge Lizard)
actually gets progressively more
sloshed as he's playing, which means
he, er, gets more useless. The puck is
nicely animated and moves blimming
quickly, and the learning curve is one
that breaks you in gently, then suddenly

•



'Hel lo.  Erns. Con anyone tel l  me
ahem the toi let is please?

lets you have it  in between the eyes
with both barrels.

The Amiga vers ion is almos t  exact ly
the same as the ST version,  but  wit h an
extra lit t le mus ic  dit ty bunged on the
loading screen and s light ly  s lower
accessing speed for the sampled speech
twere only talk ing in pico-seconds
though I.

As for the PC version...  well— urn...
there isn't  one yet, And t hough there
are plans to do a version,  they 're not
exactly defi nite — sorry. (But  you can
still get a ZERO mouse mat ! )

My one quibble is on the subject  of
Instability — I just  don' t  k now how long
you'll stick wit h Shuffl epuck  before it
goes on ' the pile'.  Mind you,  it 's  the sort
of game that ' ll be fi shed out  again land
again): so it 's  got  las tability  of  sorts.
Just make sure your mouse-mat 's  as
good as the ZERO 'Trendy  And Grip-
pish' one, whic h' i l  be out  soon for
around five quid.

G R A M S °  ADDICTIVENESS e l

S O W N °  EXECUTI ON

Amiga Scor e

GRAPHICS 0 ADDICTIV(NESS 0

SOUND E X E C U T I O N  (1 )

OVERALL83

Tengen/E1 9.99
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to play  a t raffi c cop? Blimey.
Don' t  talk to me about  traffic cops,

I 'm always  get t ing done.  May be it 's my
car, may be it 's just  me.  (It 's both.  Ed).
Anyway ,  it 's  great  to turn the tables for
once, and be in cont rol of  a 'rozzer' —
offi cer Bob in this  case — and poot le
around arres t ing all and sundry.

APB is a v iewed f rom above scrolling
road game,  in whic h you play  a traffic.

, c op .  The idea, as wit h real life traffic-
- c o p s ,  is to nick anyone in s ight  — and to

make your life a lit t le easier Tengen has
colour-coded each of  the cars involved,

I a n d  allocated certain 'c rimes '  to certain
hues (yellow cars are drunk  drivers,  red

APB

N O O r tC t
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wA N IC A  F A N .  M O O N I N G
IFIA T A W N ;  M A O  N A N  C ON N E R
RAN S U O M I  O F F  M A O  T O  A R N E TT

Yes, yes,  I  can woo what  you waat  Ni .
to do today Chief — but !  personal ly
fancy nicking that bl ok•  wi th the
flashy Mercedes Spor t down
Shakespeare Road!
cars are s omet hing else etc).

You start  the game,  however,  at
driv ing-school.  There are no cars around,
apart  f rom yours  — and you have to
f ol low some arrows  around the police
c ompound wit hin a t ime l imit  and 'book '
a certain number of  s tat ionary traffic
cones.

The way  to book  people (or, erm,
traffic cones) is quite s imple.  In f ront  of
your pat rol car is a small s teering-wheel
shaped doofer.  I f  you're t ravelling s lowly
it ' ll be near the f ront  of  your bonnet
whi le at speed it  mov es  further away
f rom you.  Th e  trick is to pos it ion it  over
whatever you want  to 'nick ' and hold
down the fi re but ton — which can be a
bit t ricky on the later levels when you're
mot or ing at mach nine wit h about  30,000
t rillion ot her cars on the road.

At the beginning of  APB y ou can
select whic h 'day '  you want  to play  f rom,
whic h is the same as say ing 'choose your
level'.  Day  One is the driv ing school bit
ment ioned earlier,  whi le Day Ten is, erm,
quite hard.  There's  a notepad to the right
of the screen whic h serves you in several
ways.
One: it gives you a running tally  of  your
'revenue' (i.e, the dash you collect  for
successful 'nicks ')
Two:  There's  a 'demerit '  bar.  Demerit s
are awarded every  t ime you pull over an
innocent  driver (or when you crash). Ten
demerit s  and it 's  game over t ime.
Three: There's  a t imer:  keep your eyes
on the clock. Wel l  — actually, keep your
eyes on the road.

l i ght,  you'r e  wel l  and truly nicked
old beauty.  And be war ned — w he n I
sow The ° Hom o (the Sean Connery
filas), I  thought I t was a comedy,
Four:  How muc h pet rol have you got  left?
There's  a bar at the bot t om to tell you,
Five: Your 'arrest  quota' is here as well.  It
tells you how many  of  which type of
driver you've got  to pull.  Pull t hem all and
you get  a dash bonus  back at the stat ion
and mov e to the next  level.

On the later levels you have to catch
drug-pushers ,  and they give you a right
old chase. You have to stick your 's iren
icon' ov er their cars quite a f ew t imes to
get t hem to pull over,  so ramming t hem
off the road isn't  a bad idea. Hav ing
busted one of  these fiends, you get
sproinged to a totally  dif ferent  screen
where you have to t ry  and 'shake' a
confession out  of  the of fender.  I t 's a
joyst ick waggler l  Get  a confess ion and
you get  a cash bonus !  (And a broken
joystick. Ed)

At the moment  only  the ST vers ion of
APB is  available on whic h the graphics
are fi ne,  as is the scrolling (which is pret ty
important ,  obv ious ly ,  in this  k ind of  a
game).  There's  a lot  to keep you busy,
wit h 'power-ups '  to obtain (ext ra speed,
extra accelerat ion and extra brakes) and
petrol and extra t ime to be ahuired.  But
where are these things  when you need
them? Nowhere near you, that 's  for
certain — and driv ing the wrong way
down a one way  street is of ten the only
way  to get  to t hem before your t imer runs
down.

APB o n  the ST is a good convers ion of
a good arcade game.  It 's great  fun, pret ty
hard -  and the easy access to the dif ferent
levels keeps you c oming back for more.
I 'm of f  to join the police.  (Only  jok ing).
(They wouldn't have you anyway. Ed).

_

t
p

You'r e nicked.  And you'r e nicked.  So
are you.  You'r e  nicked too.  You'r e
real ly nicked.  Towers nicked as wel l
sunshine. Nicked,  nicked,  nicked,
nicked,  nicked. . . (Continued on page
109) .  (You can't,  i t 's boon nickod.  i d) .

ST S t e m  -  Ami ga  comi ng soon
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PAPERBOY
Elite/el 9.99 ST & Amiga/C24.99 PC
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was a paperboy ,  actually.  In fact
the last  paper I delivered had

something about  a male Prime Minis ter.
(Chamberlain? Ed).

In Paperboy,  you are (surprise,
surprise) a paperboy .  As you go on your
paper round in small t own America,  you

Y041'1"0 boon mewed dews you
blockhead.  Now  I f I had a pound for
ever y  A dv a nc e d La w nm ow e r
Simuiator r i p off I  saw—

corre up against  all the hazards whic h
ront  any def  young lad on a bike in

e morning,
Dogs, joggers,  drunks,  men digging
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rCHreles s  motoris ts .
You've got  to deliver your paper,  The

Sun f yurchll to all the houses wit h a
Sun box  outs ide.  Not  only  have you got

H.A.T.E.
Gremlin/t  19.99

J o n a t h a n :  Probably  the fi rst  thing
to get  out  of  the way  is what

HA TE .  ac tually  stands for. I 'm
reliably  inf ormed that  Hos t ile All-Terrain
Encounter is the expanded vers ion,
although it  sounds a bit  cont rived to me.
The encounter in ques t ion takes place at
a t raining school for budding astro-
nauts, in whic h they get to put  a variety
of vehic les through their paces over a
series of  Zaxxon-sty le diagonally
scrolling landscapes.

The fi rst vehic le to come into your
posession looks uncannily  like a 1960's
Russian fi ghter plane,  but  it  seems to
work  okay. As  it  chugs along,  going up
and down as well as f rom lef t  to right ,
f ormat ions  of  aliens b u n  round tak ing
pot-shots at you.  Some appear f rom the
top of  the screen, others  f rom holes in
the ground Xenon-sty le.  Fortunately
you are armed appropriately  so they
present no problem,  as long as you can
judge how high they are fl y ing (the
shadows help here).

While all this  is going on there's
something else to cons ider.  Dot ted

ZERO

to hit  the box  f rom a mov ing bike, but
you've also got  to avoid all the ob-
stacles as well,  At  the end of  each level
called Monday ,  Tuesday,  Wednes day
etc., you have to ride through the park
at the end of  the road,  t hrowing y our
remaining papers  at targets as you
move along (pret ty  realist ic,  huh?) and

Erm...if I  wer e you I 'd scarper
sharpish befor e Mr  Angr y gets up and
shoves your  bi ke down your  throat.
mak ing it  to the fi nishing line before
t ime runs  out. I never once made it  to
the line,  even at max imum speed, so it 's
k ind of  imposs ible for me to tell you
what  comes  next.

On the ST, the graphics  are good —
very muc h like the arcade machine —
and unlike a lot  of  coin-op convers ions,
this one actually  plays like it  as Well.  It 's
fl ipp in "a rd l  The sounds are authent ic

about  on the ground are lots of  what
kook like nuc lear power stat ions. Blow
t hem apart  and you' ll be able to pick up
the lit t le thingies  inside, whic h then tag
along behind you.  The more thingies
you collect,  the more lives you' ll have
when (if) you reach the next  level. If you
do reach the next  level you' ll fi nd
yourself  in cont rol of  a dif ferent  k ind of
vehic le -  fi rst a tank (which won' t  go up
and down obv ious ly ) and then a
hovercraft .  And then? I wouldn' t  want  to
spoil the surprise.  (He means  he
couldn' t  per that  far. Ed)

I've only  seen the ST version,  but
just  on the basis of  that I think I 'm safe
in say ing that  what  H.A.T.E. sets out  to

OAHE CUED G A W K  0111.1
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HEIRLD'S M OS T t i o n i s t a s i x  tipe S P A N IA

M I N T /  CALLS U C M S
ACCUSED OU
A D M  K,CIICE
th41410ALM14

A strong possibi l i ty for  the Front Page
News section of Yikest

and the tune is catchy. (I know a lot of
people who play  games  just for the tune,
y 'know. )

The graphics  on the PC vers ion are
nice enough,  a bit  blocky on CGA, but
very nice on EGA, more like the actual
arcade machine.  The sound is thankfully
absent, I don' t  think  I could take the thing
beeping all the way through the game,
wit h mos t  of  the sound reserved for the
tune at the start  arid sound effects.

Okay, so that 's  the rev iew,  now here's
a joke. What  happened to the paperboy?
One day the wind blew him away!  Ha ha
ha ha... Okay, please yourself .

ST Scor e

"
r
o
b 
i
m
b

IMO . 4
,
S i ,  
• 1 1
.

• • •
ale a .  am na.

a .  a l r a .  OM
a n  111. a .  a .—

a
s

nao O a  NM

GRAPHICS 0  ADDICTnitNESS

SOUND 0  EXECUTI ON 0

PC Scor e  -  Ami ga  comi ng soon
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The pl ane has the
advantage that
you can dive
down underneath
thi ngs  I f  y ou weal
to.  D o n ' t  wor ry
about hi tting the
gr ound -  it won't.

do, it does very
well. The scrolling
scrolls smoothly,
the graphics look

4 s ma r t ,  if  a little un
adventurous, and
the balance of
difficulty and

playability is, erm, balanced. I especially
welc omed not  hav ing to go right  back to
the start  of  the game on dy ing — you
just go back to the previous level to pick
up s ome more thingies•

An accomplished but uneventful
scrolling shooter which wi l l  keep you
play ing unt il the bit ter end. The games
only  fault  is in being s light ly  bland.
Other than that  R A T E  is a very
enjoyable blast, and one which I'll
certainly  be ret urning to.

ST Score -  Amigo and PC coming tom

GRAPHICS c D ADDICIMNISS 0

S O UND°  C R I M S O N  0
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s imulat ion rather than an arcade
game, but  does inc lude elements

of both genres. O n  the arcade front,  the
colourful graphics  wouldn' t  be out  of
place on Super Hang On or a game of
that ilk. Sound is the usual digit ised
vroomy noises, and scrolling is smooth.
The illus ion of  speed is well created and
since you are concerned wit h what 's
happening in the race, the trackside
decorations are for the mos t  part
ignored. Unless  you're wrapping the
bike around them,  that  is.

Prettiness aside, it 's  predominant ly  a
racing s imulat ion,  and there's  a lot
more to it  than wh i u i n g  around
collecting fl ies on y our visor. There are
over twenty  tracks to master,  and three
skill levels to choose f rom.

To begin with,  the race is at Clubman
level and you mus t  compete on eight
tracks and fi nish fi rst  overall in order to
progress to Nat ional level and then
International level. I f  you win this, you
become World Champion,  and
presumably lead a life of  drunken
debauchery wit h page three bimbos ,  or
have metal bits  fi tted to replace the
bones left by the track at Donningt on.

As in any self -respect ing s imulat ion,
each track requires  its own approach,
on some you can belt  round in s ixth
gear, whils t  in others  you may  barely
touch fifth. Each race begins  wit h the
opportunity to practice, a l lowing you to

become familiarised wit h the track, work
out  the best gearing for certain bends.
and also to determine your grid
position.

Once on the grid it's down to your
driving skills and timing next to that of
the other  racers. In addition, there are
also oil patches, puddles  and hills  to
contend wit h.  Either wil l  lose you v ital
seconds, but  falling can also ruin your
speedo and rev counter,  or damage the
gears or steering,  mak ing the bike
perf orm about  as wel l  as Elvis Presley_

Gears must be used,  and ar e imple-
ment ed by using the fi re key and pressing
f orward to step up the gears, and pull ing
back while pressing fire
to come down.  Unf or•
tunately ,  i t  i s  s o me -
t imes  n e c e s s a r y  t o
change down the gears
as y o u  a ppr oa c h a
bend, and because of
the joystick configura-
t ion I f ound it  t ricky to
change down and steer
the bike round a bend,
so I spent  a lot  of  t ime
headbuf t ing t rees and
collect ing grass stains.

Once I was  get t ing to grips,  keeping
up wit h the pack and occas ionally
winning,  I f ound RVF Honda to be quite
an addic t ive game.  Chas ing and
overtak ing ot her riders,  especially  on the
bends, looks  impress ive,  and certainly

.111
,

deia vu

#  NMI
gives you an exhilaratingly smug
feeling.  Mo s t  of  the t ime,  however,  you
are Out on your  own, only occasionaly
meeting another  rider. This makes it a
lit t le boring at  t imes, and whils t  the
simulation might be being true to life in
this aspect, it can prove a bit of a drag.

Overall, RVF is an attractive game.
The sonics and graphics, whilst not
being anything revolutionary,
complement the gameplay more than
adequately. And as it's the involved
gameplay which makes the game,  RVF
Honda shouldn't disappoint anyone
who wants a decent *bike racing
simulator for their Amiga.

'Our  har e' demonstrates how to take •  corner
using lust two wheels and one 'toecap.  Tarots!
Amiga Score
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radical dude'  that  I am,  Calif ornia
shouldn't  have presented any

problems to me.  And indeed it  didn't .
Within seconds of  loading I was  soaking
up the sun, surf, sand and the rest of  it.
As for the game,  it 's  along exact ly the
same lines as all Epyx's other Games
games — loads of  lit t le gamef tes  whic h
can be played in a variety  of  ways, ideally
all in one go wit h a f ew f riends to
compete against.

The s implest  thing to do now would
m to list the sub-games,  so here goes...

M o l f
-
P i p e  
S k
a t
e b
o a
r d
i n
g :  
S
k
a
t
e

around in a U-shaped half -pipe
performing as many  stunts as poss. Not
bad, but hardly  rivet ing.

t o o t  B a g :  One of the best — try to
keep a bag in the air wi thout using your
hands, if  possible look ing as 'bio'  as you
can. Avoid hit t ing the passing seagulls_ .

S e e i n g :  I couldn' t  get  the hang of
this one. You surf, basically,  and at tempt
to do it wit hout  falling in.

Sei ler  S k a t i ng:  Little more than a
scrolling avoid 'ern up.  There are things

M O M  GAMES
to skate round,  things  to jump over and
whi le you' re at it  perf orm 360'  turns to
score more points .

BAIA Bike Biding: Erm, a scrolling
bike ' em up? Your job this t ime is to
pedal t hrough t he undulat ing course
wit hout  falling off. Takes some pract ice,
and not  one of  my  favourites.

F l y i n g  D i e h l  The fi nal event,  bet ter
k nown as Frisbie Chucking.  Sat is fy ingly
easy - jus t  t hrow the f risbie as far as
possible and then t ry  and catch it  again.

Not  a bad lit t le bunch,  altogether.
There are plenty  of  'nice touches',  and
whi le the graphics  may  not  be exact ly

The fact that the waters are shark
Infested does l i ttle to improve one's
confidence.

The tr ick is to per form as many
cartwheels,  lumps etc. befor e you get
seasick.

'awesome' (these words are all defined
in the ins t ruc t ions by the way),  the
sound manages  to encompass  plenty  of
lit t le dit t ies and the odd sample.

As always,  it 's  much bet ter with'
f riend or two,  alt hough once you'
mastered each event  the game cou
become a lit t le wearisome.  I enjoyed it,
though,  and it 's  defi nitely  my  fave
Games game to date.
ST Scor e
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Can you handle the
pressures of a
professional

footballer whose
aim is to become
the number one

striker and
Footballer Of Th

Year?
Be prepared to

works, hard olYthe
field as yon do on

Being a Footbal lel l
Of The Year is note
Just ball-skiffs and
the glory of goals,
you have to be part
of a team and ha

an in-depth
knowledge of the

sport.

SPECTRUM 441128K
'tette E9.99 Disk L14.99

C M  64128
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Well, David McCandless actually! And he's bringing
you a lot more than just tips. There's a complete
map of Mr Heti, a complete solution to Spherical,

Binky Berkmann's Debriefing plus loads of POKEs
and hacks too! Shame there's no Pot Noodle really!

G a me s  are get t ing harder.  No if -ing or but -ing or ' I 'm
was hing my  hair tonight '  about  it  -  games  today are
tougher than they were three years ago. In those

days, any  shandy-drink ing badmint on player f rom the South
could s wagger in f rom an evening of  amateur dramat ics  and
complete the latest 'diffi cult '  shoot  'em up.  Nowaday s  you
have to be some k ind of  bronzed red neck, wi t h a palpo-chest
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to be able to get past the fi rst level on any  game.
But tougher games  breed t ougher players (biologically  poss ible or not ) and here at

ZERO, we have the toughest ,  mos t  bronzed gameplayers  wit h almos t  scarlet necks.
and a penchant  for even wors e jokes about  Selman Rushdie.  They ' ll be produc ing a
mammoth wad of  hints, t ips and maps  every mont h,  backed up by a regular dose of
Jon "My  cerebellum is the size of  Uganda" Nort h's  POKE's page. We l l  be gl iding
through the easy games,  c ruis ing t hrough the fairly  hard ones, and then hardly
breaking step as we march t hrough those real t ough buggers .

But enough ego-t ripping,  since we' re not  quite as bril l iant  as you mus t  think  we
are We' re actually going to need your help.  Not  that we can't  handle the sheer
volume of  games • oh no!  It 's just  that  er, — just  t hat . . .  we' re all a bit  crap really.
(I had my  suspicions. Ed.)

What we basically  need is a huge t idal-wave of  t ips f rom you every  month.  You
could even get  together wit h a f ew 'chums t o  f orm a t ip-squad,  or you can go it
alone and c laim all the glory  for yourself .  And glory  there wi l l  be. Lots of  it.

So if you've played a (fairly) recent  game to death,  discovered a cunning cheat-
mode, come across a s t range effect or esoteric
secret level on a game,  fi gured out  the Alis tair bit
of the column t it le, or if  you've just  got  a f ew ideas
on what you'd like to see in the future,  then drop
me a line. Dav id  Mc Cand les s  is the (unpronoun-
cable) name.  and the address is ZERO,  Cry s t a l
Tips (and Alistair!, 14 Rathbone Place,
London, W1 P  M E .  I wi l l  be  hearing f rom you.

SPOT TIP
XENON 11

(Imageworics)
Buy i t!

SPOT TIP
LEONARDO (lltarbytiss)
The leve l 1 0  c o d s  is
Immentager (typica l

Germanic password).

AL A I M E E
PHOBIA
Now this Ilmagework's shoot 'em up
is hard, as hard as nails in fact.
Steven Hill  just managed to scrape
the surface of the game to extract
these tips. If your Phobic skills can
rival or even surpass Steven's then
send, send, SEND!

•  Always start on the planet  and not  the moon.  There is a very short  supply  of
shield/weapon up-grades  and you' l l be dec imated pret ty  sharpish if  you try.
' Shoot ing an ent ire enemy  wave y ields a big blue bulky  shield.  This  wil l  seem to
have no effect at fi rst, but  wil l in fact gradually  increase your fi repower.  Your lasers
will go further,  you' ll have diagonal ' bombing '  shots, and life wi l l  be easier all round.
•  Always, if  possible, go to the moon af ter murdering the end of  level mutha.
•  Along the level you' ll spot  small whit e circles. These are the shield-generators  that
protect the Mega-mut ha at the end of  the level. The more circles you shoot,  the less
tough and tenacious the crustacean wi l l  be. If you shoot  very lit t le or none at all
Ishandy-drinker) then the alien won' t  even make an appearance,  and you' ll have to
go right through the level (again).

TEETHING
TROUBLES

There are some games
these days that are not
only hard to play but
damn difficult to get into,
too. In the future, this
section will be devoted to
giving you inferior •
players a head start in
the tougher, meaner, less
accessible games.

One such discourag-
ingly complicated game
is Activision's Millenium
2.2 which conceals quite
complex gameplay under
its terribly nice graphics.
Steven H i l l  (again) has
delved into the game to
help you get started.
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Mk.1 -  essent ial if  you want
to do anything.  Next ,  go

st raight  to the research lab and
start inves t igat ing the Salogen
Mk.2, remember ing to turn the
laboratory  on. Then high tail it  to
the produc t ion lab and select a
probe to construct. No w advance
t wo days and back to the prod-lab.
By this  t ime the probe wi l l  be
under construct ion.  As  soon as the
probe is ready the research on the
Salogen Mk.2 wi l l  be fi nished.

To conserve power during the
produc t ion of  the Mk.2 you mus t
deact ivate the Resource machine.
Produce some Mk.2 and turn that
on. Then advance t ime unt il the
research is  complete on the next
Salogen.  REMEMBER to react ivate
the Resource machine.

No w start the produc t ion of  the
next Salogen and c ommenc e
research on the one af ter that.
Proceed like this  sequaciously,  fi n
order) advanc ing the t ime etc.

You' ll quick ly  run t hrough all the
Salogens unt il you reach number
IV whic h is faulty.  This  means  you
must  repeat  the produc t ion
process f rom Mk.1 again,  but  you
can be researching Mk.IV and
beyond whi le this  is going on.  -  -

Once all the energy  elements
have been examined,  you mus t
start researching the weaponry  and
then the t ransport  - the moon is
your oyster.

If you've played
a g a me  rec ent ly
that was a  tad
'obtuse' or

slightly difficult to get started
in, then send in your startup
routine to the normal address,
but label it TEETHING TROUBLES
so I can file it properly.

1
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crystal t ips
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SPHER
THE (AMPLETE
.
SOLUTION

We like Spherical. Ws a gorgeously challenging game
requiring brain-power, reflex, speed and agility. Not only
that, but each screen is a stand alone puzzle, and can keep
you pondering for days, weeks even. James Clover took amere two hours to complete it.

GENERAL TIPS
•  Always  (and I repeat) always  pause ins tant ly  on
entering a new screen.
•  The fi rst  thing to look  for is the saftey of  the ball.
If it is poised on the brink  of  a prec ipice or just
about  to t umble into an inescapable trap, you wi l l
have to act fast and t rap it, mak ing it  safe.
•  Also check that fi ve mi l l ion ghosts  aren't  about
to converge on you s imultaneously_
•  It's poss ible to remov e blocks all around you,
even diagonally  up. The lat ter takes pract ice and
t iming but  you can congratulate yourself  on being
a real ninia when you mas ter it.

•  Get t wo candles and your rotat ing spark ler turns white.  Hold down fi re and the
ball wi l l  bounce randomly  around the screen, k ill ing things.
•  Trapping mons ters  is an essent ial skill,  requiring speed, prec is ion,  l ightning
reflexes, vast reserves of talent  -  and the jammies t  of  luck.
•  If you're good enough (we are), you can jump a gap of  three blocks.

LEVEL CODES
Single pl ayer  codes:
LEVEL 0 9  R A D A G A S T
LEVEL 1 9  Y A R M A K
LEVEL 3 9  O R C I L A Y E R
LEVEL $l l  S K I M S
LEVEL 7 5  M I R O A L
Two pl ayer  codes:
LEVEL 0 9  I S N A N I M A
LEVEL 1 9  O L I E P
LEVEL 3 9  M O U R N O L A D E
LEVEL 5 9  J A D A W I N
LEVEL 7 5  E r . . .  oh. . .

ZERO

'and Alistair

THE NASTIES

1(AL

DRIPS
These cunningly  drip v it riol on you f rom above,  f ol lowing no set pattern.
The best thing to do is c l imb up to a higher level wi t h t hem and place a
block direct ly  under the drip_ Or just make a dash in between plops.

GHOSTS
These spectres dumbly  mov e left and right  and can be halted s imply  by
plonk ing a block  in their way.  To put  t hem out  of  act ion permanent ly ,  t rap
them at  the point  where they turn around.

PIXIES
Pixies stalk along plat f orms  and fall down t hrough gaps unt il they  reach
the bot t om of  the screen. Remember this  when you start  a screen. You can
be lulled into a false sense of  security by  the empt y  plat f orm nex t  to you,
only  to have fi fty leprechauns  skydive onto your head.
BUBBLES
Bubbles  are a pain -  v irtually  indestructable,  they  only  give you a pix ers
space to t ravel underneath.  You can, if  you're clever, s tand above t hem
and place a block on top of  them,  al lowing you to s t roll across.
EYES
Eyeballs are s tupid;  they just bounce up and down,  down and up... and
can easily  be t rapped wit h a block above or below,  be low or above them.

FACES
These ugly  mugs  defy all logic .  They  rotate around in d im circles three
t imes and then dec ide to change direc t ion completely  illogically .  It 's best
to t rap t hem immediat ely  -  and be careful where you put  the blocks.
WI ZARDS
These guys materialise,  shoot  a fi reball and then disappear.  It 's always
best to pause for a f ew moment s  at the start  of  a screen just to see if  any
of these boys appear in painful places (i.e. the hlock you are s tanding on).

'Well, 99.99993701% complete, anyway...

WHAT A LOAD Olu M

- -
1  
-
1

A SCREEN 2  This is the first screen you
really have to think about.  Race down
trap the ball, then build the platform
across to the exit.

A SCREEN 6  By now you need to have
mastered the art of building your own
ladder. The best way to do this is coop',
a block, jump on it, conjure another Mr
to it, jump on that and so on. Run left
immediately, fall onto the hourglass,
charge up into the alcove, and ploce
block right next to the ball.

A SCREEN 7  Another  race against time
this. Don't bother to put a block leflotei
ball since it always rolls to the right, Go
up the left, there's only one ghost there.

A SCREEN S Be careful not to fall into
any of the chambers at the base of the
screen - you won't be able to get Out,

A SCREEN 1 0  A toughie. What you mint
not do is fall to the bottom of the screen.
Leap across the top of the screen, get pee
the ball and race down,  unblocking all
the holes. Once at the bottom, block all
the gaps and you're home and dry.
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”...JRAZINGLY ROUND SPHERICAL OBJECTS!

04J

• a SCREEN 1 5  (Above, before; below,
alter.) Race up to the top and trap the

loon straightaway. Collect all the
inerglasses. Build a platform from the

ve t o l l  to the top right hand chamber. Then
?Ora se the ball and race into the bottom

'jure r i ght  chamber. Quickly build a basket to
lead e t c h  the ball.
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LKIIEEN 1 9  Lovely screen this. Don't
whet to avoid all the bubbles, just

,grult across the top, get the red potion,
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lawn- Get the energy potion and build a
log platform. Simple.

,i1(11EIN 3 0  Very difficult at first. The
Problem is how to get the key behind the
noon. The answer is you kill it. Collect
toe torches, build a short platform to its
.ad and just stand there, letting the

snag hporkler smash it in the bonce. Just pray
don't run out of energy first.
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'geeing up to the ball before it falls into
ha gap next to it.

A SCREEN 2 5  You've got to have a rod
potion here, or you'll never complete it.

O SCREEN 2 6  Forsake all weedy itleas of
self-preservation and simply zoom up
and trap the ball.

A SCREEN 2 9  Don't worry about
completing this level  - it's so easy even a
shandy-drinker could do it. All you need
to know is that there is a hidden symbol
four blocks down from the top left hand
corner. Just plant a block there and
you're whisked away to the next level.

A SCREEN 3 0  Aaarrrghhhil l  This level is
difficult. Start by blocking the eyes on
both sides, then loll down on the right,
onto the red key. If you fall onto the left,
you're dead. Build the ladder back up to
the top on the right and climb across the
platform to get the blue key. Then fall
down onto the purpkt key and climb up
the ladder you built previously. Phew!

A SCREEN 3 3  Unbelievable. You have to
leap every single one of these poisons. If
you touch one you might as well as quit.

oirlen
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1 ARTIFACTS
SMART POTI ON
These pot ions  bec ome
invaluable on the later 'mean-
mut ha'  levels_ Th e y  vape every

nas y on the screen instantaneously.
Press '9' on the numeric keyboard to
activate them (this is not made very
clear in the instructions).

EXTRA ENERGY
Um— this one's a bit
self-explanatory really.
SPARKLER
This gives you a temporary
rotating orb, which kills all
known nasties (except bubbles
and sorcerers).

POI SON
Avoid! Avoi d' AVOID' These
take away your ability to create
blocks, so if you're at the bottom

o the  screen, or  if the ball's about to fall
into a trap, you're stuck! Avoid! (Have I
made myself clear?)

FREEZE POTI ON
This freezes all moving nasties
(except bubbles and wizards as
per usual), You must be careful

using this as a frozen nasty can
the way and thus hamper you
considerably.

ANTI -GRAV
These come in two different
varieties. The toggle variety can

be used over and over again, switching
between up and down,  whereas some
can only be used once.

LAMP
This, perplexingly enough,
gives you immuni ty for a

short period of time. You can tell when
it's about to run out - you start to flicker
in a most unnerving manner.
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This gives you extra long (not
high) and slower jumps.
TROPHY
The trophy teleports you
instantly to a warp level. Warp

levels are extra-specially hard levels,
intended to tax the toughest players (i.e.
us) . If you complete a warp you can
lea -fr og several levels as a bonus.

•

0  <EYS 'N' DOORSThe keys unlock the
doors and, er t ha t ' s  it.

s Z i
l t  
A
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aIf you come across a screen with wand in it, you can forget the
ball ialrighti) and just head for

tile wand,  or  take a leisurely stroll
armind treasure land,

AOURGLASS
Collecting one of these prolongs
the time-limit of the ball.
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YING S I 4  M A N A G E
Th t h e  game is a i o n  of the KICK
OFF, retaining it 's  pace, flavour and the  universally
acclaimed game play. Play in your position or  control
the nearest player. The  first option combined with a
tailor made tactics can play havoc in the  opposition

0
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Bring Back The Glory Days. That's the brief of the newly appointed PLAYER M A N A G E  an international class
player, as he takes charge of a third division club. His success depends on four distinct aspects of the game.

os f a c t o r .  r e f e r e  ,  j u  c i p l i n a r y  proble a m  morale etc. can lay to waste the best laid
plans a g e r .  L A Y E R  MANAGER brin even/chi realities of a Manager's life, his talents as a manager
and a player into a shut) FOCUS. TH O C U S  I Y O

evising winning tactics, acquiring players with right
skills from the Transfer market and selecting a  team
with the  r ight balance is  the  test of  the  Managerial
skills. H e  must a im t o  get promotion as quickly as
possible while  he  can still influence the results as a
player and before the age starts to effect his pace and
stamina. When t o hang his  boo s up is the  toughest
decision he has to make.

well proven tactics are provided to suit mo
ti b u t  you can design your own tactics. The
divided in blocks. Place the ball in a block and mov
players to the required position. Repeat the proces
each block. See the tactics in action using the Ray T

. 1 1 0
0 0 0Over a  thousand players in the four  division le

Each player with a unique combination of the fol
ing a t t r ibute s :  SH OOTIN G ACCURACY, PASS
ACCURACY, PACE, STAMINA, APPLICATION,
RESSION, HEIGHT and TACKLING SKILL.
These attributes are influenced by  the  player's
Mental and Physical Dexterity, Quality of Experie
Weight, Temperament a nd Morale. There are se
other fac tors  s uc h a s  injury , disciplinary p
unsuitable playing position which influence a pla
performance.

AMIGA - ATARI ST £19.95
CBM 64 -SPECTRUM - AMSTRAD E9 (Cassette) E14.95 (Disc
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10 REM Forgot ten Worlds  hack by 3F3C,1,42A7,3F3C,1,42A7,4267,487A,46,3F3C,
Fros tby le 8,4E4E, 4 1F9,0,66,317C
20 FOR F327680  TO 327826 STEP 2 DATA
30 READ A S : A = V A L ( " 8 1 H
-
+ A S )

4E75,52,2F08,6100,10,41F9,4,0,33FC,4A79,
40 POKEW F,A:POKEW (F-4-148),0: 4,8898,2F08,3F3C,26,4E4E

NEXT F DATA
50 CALL 327680 5C8F, 4E75, 496E, 7365, 7274, 2044, 69

7
3, 61300.

60 DATA 2863,2941,5441,0,2A,0,0
6100,4A,337C,2,1C,42A9,2C,237C,0,
4
00.
24,4
B
1-9

DATA 0,0,0,10000
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Helplessly stuck 'smack- - -
bang' in the middle of a
game? Step into Marcus

'Binky' Berkmann's 1 1Strategic Air Command
.Centre for a debriefing
session, then. (No, not that
kind of a 'debriefing'
session - you perv.)

l i t  h a t  ho, chaps. Marc u

1 6
1 1
0  
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k
m
a
n
n  
h
e
r
e  
l
'
B
i
n
k
y
'
l
i
i

my  fl y ing chums).  Have
v ot  a game with whic h you've

"persevered for ages, jus t  can't  seem
to make any  further progress in an
are on the verge of  giv ing up on it?.
You have? My  word,  that 's  a jol ly
bad show,  don' t  you think? I cer-
tainly dot  You should buck your
ideas up a bit,  old man -  it 's not
exactly the spirit  that  won the Batt le
Of Britain.  There we were,  faced
with the darned Bosch buzzing over
the channel in their droves. We were
totally outnumbered.  But  did we
give up? No we bally  well  did not.
We jolly  well stuck to our guns.
"Never in the fi eld of  human
confl ict ," said Wins ton,  "has  so •1111
much been owed by so many  to so
few. We l l  I 'm one of  the few. And
now I 'm here to help you. Not  only  411,
am I licensed to fly a Hurricane or  e
Spitfi re, but  I 'm also licensed to dig
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mainly  involves  ans wering your
queries on ST, Amiga,  PC and
console games.

"Ho w do I k now the answers?" I
;  hear you ask. Well,  s omet imes  I do,

and s omet imes  I don't ,  and when I
don't  I shall open the quest ion to
other Get Debriefed readers .  Should
you be able to untangle some other
poor cove's gamesnag.  y ou' l l  be
awarded a s ingularly  spiffi ng prize
which (ahem) we haven't  quite
worked out  yet.

So how do you get  your let ter
printed? Here are s ome tips:
•  Remember to writ e it,
•  Didn' t  you put  a s tamp on it? Clot.
Now you' ll have to writ e it  again.
•  Enclose an enormous  bribe,  wi t h
all cheques made out  to ' Wi n g

1' Commander  Marcus  'Binky '
Berkmann DFC (Of fshore Ac c ount ) .
And don' t  feel you have to ask about

0 new games.  Is there an elderly  t it le
that 's been squif fi ng you for yanks?
Let me know.
Remember,
that amaz ing
-
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e

• i s  up for grabs!
Send all your

.!. s t uf f  to Get
Debriefed By
Binky Berk-
I T I O n n ,  Z E R O ,
14 Rathbone
Place, London
WIP  IDE.
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crystal tips*
•and Alistair

IMPROVE YOUR HEX LIFE!
Erin— here's Jon North with the first of ZERO's monthly

helping of hex, POKEs and hacks. Blimeyl
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enough.  No w the t ime has
come when 16-bit  owners  too

can experience the joy  and bliss that
has been k nown for years by the
8-bitters. Because, ZERO is the fi rst
magaz ine to give 16-bit  players  loads of
POKEs and hacks every s ingle month.
No tips, cheats and maps  in this  sect ion
matey. Just lots  and lots of  hex.

FORGOTTEN WORLDS
(Amiga)
To start you off, here's  a rout ine for
infi nite energy  in USG's  Forgot ten
Worlds,  pains tak ingly  cracked by
Fros t by t e of  Freesty le UK.

70 DATA
3,0,234028,4EAE,FE38,4CFA.F.16,48F9,
1
±,
6
A
300

80 DATA
2B7C,6A300,C6,4EED,C,33FC,4E75,6,A
9
DA,
4
EF
9,6

90 DATA
A400209,0,4,93C9,4EAE,FEDA,45FA,9C,
2480,43FA,86
100 DATA
4EAE,FE9E,43FA,2E,4280,4281,41FA,
14
,
4
EAE

FE44,43FA
110 DATA
1E,45FA,6A,234A,E,4E75,7472,6163,6
1364
,
6973,6B2E
120 DATA 6465,7669.6365

VOYAGER (Amiga)
H a w k e y e  also f rom Freesty le UK,  has
been quiet ly  beavering away  in the st ill
of a Morden night  to present  the wor ld
wit h a hackette for Voyager.  Slap it  into
Amiga Basic (save it  if  you want ) then
RUN it  wit h the Voyager disk  in the
drive. Have you not iced that  all these
hackers have s t range names? Perhaps it
was  s omet hing to do wit h the Baby
Boom in the 60's.

10 REM Voyager hack by Hawkeye
20 FOR F-...459078 TO 459138 STEP 2
30 READ AVA=VALredH"-i-AS)
40 POKEW F.A: NEXT F
50 CALL 459108
60 DATA

41FA,10,397C,4EF9,130,2948,132,4EEC,C,
331-
C,
4E71,2,1E4
70 DATA
4EF8,800,2C78,4,207C,FE,88CO343F9,7,0,303C,
145,12D8
80 DATA 51C8,FFFC,4EF9,7,1A

HIGH STEEL (ST)
The fi rst ST hack in the magaz ine'
A n d y  T.A.  (well at least he's got  a fairly
normal name),  you can feel honoured,
because this  one's  yours. Type this into
Fast Basic and run it.

REM High Steel hack by Andy  T.A.
RESERVE MC, 512
F=MC: READ A
WHILE A<FFFF

(F)8(=A:F•F+2
READ A
WEND
DATA
601A,0,66,13,0,0,0,0,0,0,0,0,0,0,487A,52,
3F3C,9,4E41,3F3C,7,4E41
DATA

w
e
l
l  
t
h
a
t
'
s  
a
l
l  
t
h
e  
s
p
a
c
e  
I
'
v
e  
g
o
t

this  month.  I ' ll be back next
mont h wit h s ome more

goodies  to tap in, but  in the meant ime,
if you've got  any  POKEs (ST, Amiga or
PC) that  you want  to see printed on this
page, send t hem to me (lis t ings are fi ne
but disks are better),  J on No r t h ,
Improve Your Hex Life, ZERO, 14
Rathbone Place, London, WI  P I  DE.
Till next  month. . .

IDIOT'S GUIDE
The most comprehensive
guide to hacking in Basic?
I doubt it, but here's how
to use the POKEs printed
up above.
AMIGA: Load the Amiga Extras disk
you got with the machine until the
Workbench screen appears. Select
Amiga Basic, and once loaded, type
the listing exactly as it appears here,
Save it if you're going to want to use
it again. Then put the original game
disk in the drive, RUN the routine
and it will load the game and run it
with the POKEs firmly in place.
ATARI ST: Follow the instructions
printed above for Amiga users but
load Fast Basic instead (I doubt if
Amiga Basic will work with your
machine,  s omehow-)

ZERO 99



COME
TO THE

PROFESSIONALS!!!!

Wicked 24.95 9.95 Vigilante 9.95
R Type 24.95 9.95 Postman Pat 7.95
Time Scanner 24.95 9.95 Populus  2 4 . 9 5 17.95
1
1
4

24.95 9.95 Jug  - 7.95
Xbots 24.95 14.95 Forgotten Worlds 1 9 . 9 5 14.95
Rainbow Island 15.95 3D Pool 2 4 . 9 5 15.95
Running Man 24.95 9.95 Gold Runner II  - 6.95
Lombard Rally 24.95 14.95 Pirates  2 4 . 9 5 15.99
Deluxe Paint 3 79.95 54.95 Honda RVF  2 4 . 9 5 15,99
Rally Cross Challenge -  15.95 Karate Kid 11 6.95
Hostages 24.95 7.95 Warlocks Quest 5.95
Leather Goddess 29.95 6.99 Tanglewood - 7.95

Soldier of Light - 7,95
HIT DISCS Vol. 1 Bards Tale 2 2 4 . 9 5

Silkworm  1 9 , 9 5
16.95
12,99

Gold Runner, Slaygon, Millenium 2.2 2 4 . 9 5 15.99
Jupiter Probe, Karate Kid

II
Waterloo
Leathernecks

17.95
6.99

RRP E24.95 Photon Paint (no box!)
Our Price E9.95 just disc + instructions _79.95 19.95

Faery Tale Adventure  44 .95  8.95

C a s t l e
S o f t w a r e  Po NOW TAKEN

2 Williams Clowes Street
Burslem

Stoke on Trent
ST6 3AP

Tel: 0782 575043V A

AMIGA
REDUCTIONS

Manhunter in
Garfield
Phantasm
Hyperdrome
Artura
Mr Heli
F-16 Combat Pilot
King of Chicago

New York _29.95 12.95
24.95 7.95
24.95 5.95
19.95 5 .95
19.95 5.95

-  13.95
24.95 15.95
29.95 8.95

WILLOW
RRP E29.95

Our Price E8.95

Targhan  -
Running Man 2 4 . 9 5
Passing Shot
Peter Beardsleys Football24.95

24.95
29.95
24.95
24.95
24.95
24.95
29.95
29.95
24.95

24.95
24.95
24.95
24.95
24,95
24.95
24.95
24.95
24.95
24,95
24.95
24.95
24.95

24.95
19.95

2 4 . 9 5

Pacland
Gold Rush
Leisure Suit Larry 1
Police Quest 1
Nigel Mansells G Prix
After Burner
Roger Rabbit
Krystal
Pioneer Plague
Paper Boy
Vindicators
Xybots
Fire Power
Tracers
Ebon Star
Galactic Invasion
Action Service
Thexder
Marias Xmas Box
Space Quest 1
Space Quest 2
Real Ghostbusters
Robbeary
Hound of Shadow
Marble Madness
Outrun
Bards Tale
Incred. Shrinking Sphere 24.95
Beast
Academy 2 4 . 9 5
A.P.B.
Armageddon Man
GFL Football
World Tour Golf
Mini Golf

15.95
9.95

16.95
7,95
7.95

12.95
12.95
12.95
5.95
9.95
7.95

12.95
4.99

16.95
9.95

15.95
6.95
3,99
3.99
3.99
3.99
3.99
5.95

12.95
12.95
9.95
5.95

16.95
7.50
7.50
7.50
5.95

24,95
6.95

- 15.95
24.95 3 .99
29,95 4 .99
24.95 7,50
19.95 6 .99

AMIGA
SPECIAL OFFERS

Nord & Bert  2 9 . 9 5  6 .99
Sherlock  2 9 . 9 5  6 .99
Bureaucracy  2 9 , 9 5  6 .99
Plundered Hearts 2 9 . 9 5  6 .99

Hint Books for the above
only E2.99 each

Rick Dangerous -  15.95
Deja Vu 2 9 , 9 5  8 .99
Wanted  1 9 . 9 5  4 .99
Billiard Sim 2 4 . 9 5  4.99
Division 1  1 9 . 9 5  5 .99
Stargoose  1 9 . 9 5  4 .99
Fun School 2 6-8 2 4 . 9 5  12.99
Fun School 2 8-12  2 4 . 9 5  12.99
Fun School 2 over 12's _24.95 12.99
Dungeon Master (1 meg)24.95 15.95
Elite  2 4 . 9 5  15.95
Hellfire Attack  2 4 . 9 5  3 .99
Falcon Mission Discs each19.95 13.95
Bloodwytch 2 4 . 9 5  15.99
Populous Scenery Disks  7 . 9 5
Kult 2 4 . 9 5  15.99
Fiendish Freddy  -  19.95
New Zealand Story  2 4 . 9 5  16.99
Red Heat 2 4 . 9 5  16.99
Robo Cop  2 4 . 9 5  16.99

Proprietors FA and RA Beech

AMIGA
SPECIAL OFFERS

For 1 month only:
Garfield I

and
Garfield II

RRP E39.90
Our Price E16.99

ALIEN
SYNDROME
on offer at

E7.95

We otter a last reliable service
Cheque's RO's to:

CASTLE SOFTWARE
Any games not listed phone our

Hotline now on
0782 575043

Please slate Amiga when ordering. AM orders
under E6 00 require 75p towards P&P

Over C6 00 P&P Free



AAN
TIME

SCANNER
9,99

TITLE COMP PRICE

HARDWARE  L 9 v 1 9 9 9 1599 15 99
ALL OUR HARDWARE INCLUDES VAT AND FREE DEUVER9

UK MAINLAND ONLY PAcroprose &CC',
Mr Heti

1599
15 99

1599
15 99

AMIGA SOO Mapc jot/9'09 12 99 12 99
We  1 3  Kickstart 1 3  Tutorial. Ext ra * PA9rOm i9 V•991 1

5  
9
9

,
, .  ,... James arK, L K WON. T O T A L  CO ST C;

Cheques & Postal Orders
Overseas t 1_50 per item. Subject to availability andIcittRionc

Mains MeruederS
9.94 Wstror
New Zeicarct Stan.

payable to
price cha

019999 ViAng

Si
.

ANIMA
HARDWARE  L 9 v 1 9 9 9 1599 15 99

ALL OUR HARDWARE INCLUDES VAT AND FREE DEUVER9
UK MAINLAND ONLY PAcroprose &CC',

Mr Heti
1599
15 99

1599
15 99

AMIGA SOO Mapc jot/9'09 12 99 12 99
We  1 3  Kickstart 1 3  Tutorial. Ext ra * PA9rOm i9 V•991 1

5  
9
9

15 99
Mouse and Manuals

C340.85
Mains MeruederS
9.94 Wstror
New Zeicarct Stan.

1199
13 99
13 99

1699
13 99
15 99

3.99

Norm and S99.1h 1
5 
9
9

15 99
AMNIA 500 1 9 9 9

,
9 m a
n ca r

kceon 1 or 2 icOmpiat,
•7 99

WEI 1.3 Kickstart 1 3 Tutorial. Extras. MOuse end Neyermind 1
6 
9
9

'6 99
Manuals 1 0  Game Pack and Pnotor. Paint Operabo9 TInundentioll 13 99 '6 99

C399.95 Outnan Europa
Oriental

to 99
1 5
9 9

'9  99
15 99

Papertex 12 99 12 99

9
9
9
a
n
s  
J
o
n
e
s  
'
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u
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s  
F
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,

AMIGA SOO + 10648 Preclator 13 99 16 99
Colour monitor Pack Inc 10 Free Games P l 0 r i  Paint

£695.15
Player Ma9a9e
,oa •

12 99
19 99

12 99
15

1
6 
9
9

Pt:moot:Int! 1
3 
9
9

16 99
P V C ,  QUOIN
Poo, a' Rackacca

1599
1 7 9 9

15 99
17 99C1900

Monochrome Manilla
, 
£ 9 9 . 9 5

Fock.ious 17 9 9 1
7 
9
9

16 99

Populous Oala Discs 9 99 9 99
10448

Colour Monitor C 2 4 9 . 9 5
Powardrome
Piodoie mem i,cerriplaxt
,
:

P
,
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17 99
16 99
19 99

99
16 99
/ 9 99

999

Persona
, 
I l Y a
r t m e
r e

19 99 19 99
512K EXPANSION Passing Srol 13 99 16 99

+ Clock Card £ 9 9 . 9 5 Dictionary 16 99 16 9
1
9

Pariic Static.
,

13 99 13 99

699

EXTERNAL DRIVE 0.,a9z 15 99 15 99
Cumanal megabyte OS C 9 0 . 9 5 Ouar1sr Back

Q u e st lO r T i m *  Bird
13 99
19 99

1399
19 99

Rod Heal
Reneged*
RCA Daape r0 1 .4 1
Robocop

1
3  
9
9

1
3 
9
9

15 99
13 99

le 99
95'

15 99
16 99

ATARI 520STRIA
Mouse Manuals Basic and Language Disc

£295.95
Floorier Ranger 16 99 1

9 
9
9

ATARI 520S1IFII  POWERPACK Run The Ga9911et 13 99 16 99
20 Games and BuSrneSS Organiser. 151 9asic and R 9 9  Honda 19 99 15 99

Music Maker and joystick £349.95 RS R 15 99 15 99
Rainba* Islands 599 15 99

Dislu•e Parll 3

ATARI 1040STFIS RiSk 13 99 13 99
With Modulator, Mouse and Manuals

£315.95 A
R
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v
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15 99
12 99 12 99

Roadwars 13 9
1
3

13 99
ATARI 520STP11 BUSINESS PACK SE 19 99 19 99

Wit?, t A 0 u S e  and Manuals Database SPOMSDOS9 Assassins 13 99 1309
Spreadshes9. WordprO9e990r and ST Basic

£449.55 S tir ;
s
S
t
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r
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a 
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a
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e
g
e

1390
13 99
17 99

1399
13 99
7 99

13 99

13 99 3 99
ATARI S01224 s

S
i
l
k
x
w
y
y
e
e
k
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r
m

13 99 1399
Colour Monitor £ 2 9 9 . 9 5 S OK* Quest 3 19 99 Its

4li Snooke r
SC•8
1 "w
o
e
d
:
0 a w
s

s
S
T

15 99
12 99
1999

1609
12 99
-ATARI 5111124

Monochrome Monrtor £ 1 1 . 9 5
Story So Ear 1 icor9194a9on, 12 99 1 2

9 9Siory S c E
.r  3  
i c o m
o t a l i
o n .

Stunt Car
12 991
15 99

1209
19 99EXTERNAL DRIVE

Cumana 1 megabyte 0  S £ 1 0 9 . 9 5 S oma. 13 99 13 99

15 99

Street Fronung Man / 3 99 1
3 
9
9

1509 5
9
9

12 99 12 99

16 99

SAi
Scr
o
°1
10
1 
T
w
e
i
g
h
t

Rear
, 
D r
a g
o n

17 99
103 1 ;2 ' Bla nk DISCS Star Wars Complabon 1899 t6 99

Joystick Extendors £ 5 . 9 5
a Player Adaptors E 5 . 9 5
Mouse Mats £ 5 . 9 5
Amiga Mouse •  Holder Mal 9 2 ' 9 . 9 9
ST Muse * Holder Mat E 2 9 . 9 5
Disc Storage 40  E 5 . 9 5

Sh91119999.9 Cale
SuPw Scramble Sorronaloi
S um. Woncterboy
Skineeel
Sieeoirc Gods be

T
T
s
e
ri
a
il
l
o
n
2  
.
9
,
0
,
9
0
2  
w
o
n
,

13 99
399

13 99
10 99
1590
16 99

13 99
13 99
rb 99
1
9  
9
9

t5 99
1
6  
9
9

1509
Disc Storage 90 E 7 . 9 5 TV SPDrla FoOltall 16 951 /9 99
Dust Covers   E 5 . 9 5 Troruat P u ratat flifrooly oadotiOn I 16 99 /6 99
Cheetah 125 Joystick E 6 . 9 5 Ultimate Goa 13 99 /3 99
OS Turbo Joystick E 9 , 9 5 untouchables 13 99 1

6  
9
9

Navigator Joystick . 1 1 1 . 9 5 UMS 2 i5 99 /5 %
Pro 5000 Joystock . . . C 1 1 . 9 5 Ultima V 1399 /5 99
Pro 5000 Clear E 1 2 . 9 5 V9lanle 10 99 1

0 
9
9

Pro 5000 Extra  • E 1 3 . 9 5 9'9999319r
War in Middle Earm

1509
1399
15 99

13 99
1599Wa19990

CHEQUES & POSTAL ORDERS MADE PAYABLE WE C Le Mans 13 99 16 99
TO SOFTSELLERS. POST & PACKING FREE IN U.K
.

Xenophobe 15 99 15 99
O T I M S E AS  91 SC p e r Ite m S ati ate ! le  /we ase l1 4 1 y arra p rice  ch an g e Xybals 13 99 1398

' Nih au ! notoce  N o t  al l  lisle . re le ase d  al  krole  col p o mp  to  p re ys Xenon 2 16 99 1
6 
9
9

019999 ViAng 13 99

ST
• 5.99

AMIQA
19

Amos

21 99

- 19 99
AOCI
,
Oes 
3 o
l c
a n  
5
-

ataho Monslm Siam

' 3 99 16 99
Allred Boast

13 99

• 3 99 1699
Asian,In

699

• 6 99 16 99
A 8 P

Games Svmmer Edion

3.99 1
3 
9
9

49,99 9 9 1
,
1 e r

1599

•5 99 15 99
kceon 1 or 2 icOmpiat,

5 99

.
3
9
9

13 99
Oilman 91
1
41 
9 1 0 9
9 1 1

HATE

-
3 
9
9

.
1
6
9
9

90910M

17 99

'6 99 19 99
Bennan Xnionts

799

3 99 16 99
Ba a9c9 at Power 1990

9
9
9
a
n
s  
J
o
n
e
s  
'
L
u
c
a
s  
F
a
r
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s
,

'5 99 15 99
Ba9919an 2

13.29

'8 99 1
6  
9
9

Bar9arian 2 i P ennell*  •

699

1
6 
9
9

'6  99
Bar499441

inan T rao rre t

'799 '  99
Beal!

16.99 899

24 99
8 9
,
1
,
9 9

699

16 99 93 99
BloWwy9
9

Kick Off

1699 • 699
1 9 0 0 9
9
9 9 9 9

19 99 999

• 6 99
8416999olley

799

1309 16 99
trqua ..... ,„ 13 99 10 99
Cneos Streces S em ..... 13 99 13 99
Castes Wsmor . . . . . .

699

699 1899
C e i
0
0 9
9 a  
G
a
m
e
s  
.
.
.
.
.
.
.

9
9
9
.

I 3 99 .
1
3
9
9

Cabal • - , , , ' 3 99 .
1
6
9
9

Co9/9ct Eurom •  ..... '6 99 , 16.99
C n u a ' 3 99 13 99

Crimots oo Wrath • 6 99 16 190
Dantwde • 699 1599
Deka' M9549 - A9 99
Dislu•e Parll 3 - 59 99
.9999re vateo 3 - 59 009
9ene99 - 13 99
Drago9 Nima 13 99 16 99
D9998991 Mame
,

16 99 1699
Dur99939 Hamer Edito
,

7 99 PS
99100n:949 13 99 1399
Demons Tomo 13 99 13 99
Dago.
, 
S i 9
r
1

13 99 13 99
Dart. Fus.on 13 99 3.99
Daimon 19 99 999
Dy9amile 13 99 6 99
Doable 994909 9 1

3 
9
9

3 99
Elde 15 99 599
E00c
9

1509 5
9
9

Eye ol Hercules 16 99 699
Rear
, 
D r
a g
o n

1
3  
9
9

3.99
F29 Remarry . . . . . . . 1

3  
9
9

F19 Slesim Fighter 15.99 599
F16 Combat Pilot 15 99 599
gator
,caictm Mku,on Dist"

16 99
13 99

999
399

9
e
r
r
a
r  
F
O
r
r
n
t
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l
a

17 99 7 99
corgotte9 Vtiontte 13.99 3 99
Grand P99 C99991 - 999
019999 ViAng 13 99 1 99
99wes IC01199139091 21 99 21 99
Saalregons Domain 1299 2 99
ataho Monslm Siam 1399 3 99
C,nel Eltood 13 99 399
G9osttus1er5 2 13 99 699
Gunshro 1 5

9 9
5.99

Games Svmmer Edion 1399 399
GreeoPeeee 1599 5 99
Hseleray Patrol 1599 5 99
Here Onytne 13 99 3 99
HATE 1399 399
9
9
1
s
1
1
r

17 99 799
Hound al shectoer 1 7 .

9 9
799

Hot Shot 13 991 399
9
9
9
a
n
s  
J
o
n
e
s  
'
L
u
c
a
s  
F
a
r
o
s
,

1 7 .
9 9

799
999e9a James 1Us Gold/ 13.29 399
i.,sortoe 13 99 699
KaICKO ri 12 99 93
inan T rao rre t 12.99 299
Inlestaton 16.99 899
aeon Boot 16 99 699
X9it 15 99 599
Kick Off 1299 299
Krystal 19 99 999
Ke e l T h e  T N & 799
Lre e aSe  to KAI 13 99 3 99
latrakflt Suit Larry 2 19 99 909
Lchtlorce lCaqrIa1,Ori . 1599 6 99
t r t a r t  IR A C  RaP). 1599 699

LottIS. ol the Rising Sun 999
L u l Ni n ti l  2 16 99 699
Lost P ater 1399 699

AAA
r i M
1
1 1
1 "

omSOFTSELLERS MAILORDER

6 BOND STREET, IPSWICH, SUFFOLK 11
3
4 I J B

24hr MAIL ORDER PURCHASE LINE (0473) 257158/ (0473) 210605

1

\Ir

9.99 c
r k
,cAmtsr\

r,1
-

Nam e:

Addr ess

Tel No:

REAL
GHOSIBUSTEBS

999

L
Z
E
R
O  
N
O
V

RUNNING
MAN
9.99

IFTSELLERS. Post I  Packing Free in U.
K.ge without notice. Plot all titles released at time ot going to press. WICKED

9.99



ALL US 0
0785 41899
0922 24821
0902 25304

ACCESS
VISA

3 0
9
0 0
(

ACTON FIGHTER
AINDAS GOLDIN 51439
A 1
1 
9
MICHIPELAGOS
ASTAPOTN AKE CADIATH
AAAtel CP P011111990
MAMMA 2
ammeamoi 2 0
1
S Y E A 0 9
1 1 1

SA TAMA THE MOvE
te r m  CHESS
MACH 1113141Y
5O0CIWYE34

•  MAIMCLOUrAKSELPALICIERINES
CAANOWILA CHALLENGE 1111
CA1910103100/40
ClICAGO 10
COMMIS 10110
1
1
CRAZY CAPS 2
DALY 0041111431MERAOING
DRUM P91E19
0003415/01
1
11
COALE DRAGON
m ot Lowirt HouSE OF /1.10
1309

DRAGOMSPOrT
DARCIONMASTEN
OUNGIONMASTINECITOI

IT A D
13 99 1394
le 99 t e  99
1310 t e  99
13 99 1 3  99
11.91 1 6  911
le N
1119 1 1  99
1169 W A
111/A 1 9 9 9

1319 1 6 0 9
1899 I S  IS
1311 1 6 9 9
1691 I S M
1610 1 9  111
999 W A
WA I t  50

1599 1
6 1 91119 1310
1
6
1
0  
1
6
1
9

13 91 1 1 9 9
1399 1
1 1 0WA 6 4  19
t 391 1 3  99
1391 1199
WA 1 3  99

1340 1 1 1 9
1994 1 1 9 9
1199 6 9 9

tip
o
0

CALL US ON:
0785 41899
0922 24821
0902 25304

ACCESS
VISA

°MAMIE MA 1 8 9 9  1 3  91
ROE 1 6  99 1 8 9 9
EMPE601 OE 1/41 104ES 1 6  99 1 6  99
r %SCUMMY PIOT 1 6  99 1 6  99
EterALCON 1 6 9 9  1 9  99
Femy 1
6 1 1  
N
A  
1
2
9
9

FALCON INSSoON INK 1 3 9 9  1 3  99
EANTANMON N A  2 1  94
FAST MEAN I S  99 1 6 9 4
HOMA1:040E ERN TRADERS 1 9  99 1 9  99
It10614RIEDOr5W TOP DI RAN 19 99 1 9  91
rme WIGAN 11 MEM AAVGA1 W A  1  9919
F00111A1114991
-
114
1
1 2  
1 3  
N  
1 1
9 9

FOOT L i  MANAGIR 2 1 3  11 1399
FOOT 1ALL NANAO/R 2 LAP Arr 9 9 9  6 . 9 4
FUTURE RAM 1  0 99 1 9 9 9
GAUNTLET 7 1
3  9 9  
1  
9  
9 9

GIMP* RINGS 1
3  9 9  
1 3  
9 9

GAMAD Pen CMCLHT N , A  I  604
GLiNSHIP 9 9 9  1 9
9 4eGoreokr PAMOOL 1
1  9 9  
I d  
9 9

Nod retWO POLES Ws) 1
3  9 9  ,  
3 9 4
14J
1
40
A 
N
V
I  
1
4
0  
1
8  
1
9  
1
6
9
9

INOtAAA JONES LASICIUSWIE ' 3  11 1
3  I AINFESTATION 1
6 1 1  
t  
5 9 9

M A  TRACAER 1 3 1 9  1 3  99
I4'AM101 1 3 1 9  1699
KEES THE TNIF W A  1 5 9 9
KENNEDY APPROAc. 1
9  9 1  1
9  9 9
KENNY DALGIMN ' 3  111 1 3  99

We welcome customers at
SOFTWARE CITY
I G O O DALL STREET
WALSALL
Tel. 0922 24821
SCA OFF 1 3  99 1 3 9 4
INIGNIECOCE 1594 1 6  99
M T  1 6  99 1 6 9 9
LMCASTER N A  1 3  99
4 AST 1190A 2 I N  1699
LAIER SaJAD 1 2 . 9 9  1399
4EA3IREDAP1cOLLECTION 1 2 9 4  1699
1.11501E5M ,ARN1 1 3 9 9  1 3  99
IRS1RE5'I1M11
1 L O O N  
E 0 0 1  
L O N
E  
' 9  
9 9  
N
A

LICENCE '
,
D U L L  
1
1
9
9  
1
2
9
4

L W A  1 9 9 9
LOMOAND RA D. NALLY T O  99 1699
LORDS Ce THE FUSING SON N A  1 9  99
MAMA MARAUDERS T  3 99 1 3  99
MCROPROSI SOCCEN 1 6 9 1  1699
MU.INIJM2 2 1 8 1 4  16.99
IAR 11E1.1 1 6 9 6   16 99
NAVY MOVES 1 3 9 9  1699
NELMOMANCE91 N A  1 6  99
NEVER M140 i  3 99 1 3  99
AEA ZIALAMOS/0111• 1 3 9 9  1699
WA N  AND W I N  I N  1 6  99
OPEPAllON WOLF t  3 99 it!)  99
TIASSIK HOT 1  94 l e  99
1
" 
C
L
O
W
N
'  
W
K
S 
S
O
C
C
I
A 
t
e 
9
9 
t  
9 
9
9

Iii0P1.11.0d9 1  90 t e  90
A0*./L.005041W WCAILDS 6 . 9 4  6 . 9 0
POWEREIROME I N  1 6  99
PREDATOR N A  1 6  99
OuARMISACK 1 3  99 1399
OuARTZ 1 1 9 9  1 3  99
0411119691 OE SPORT 1 3 . 8 9  1 3  99
N 1
,
P
E  
1
3
9
9  
1
1
1
9
9

RAINBOW ISLAND 1 6 9 9  1609
RED LIGHTNANG 1 9 9 9  1 9 9 0
R1C4 DANGEROUS 1 8 . 9 9  1 6  99
RSA 1 1 9 9  t 3  99
ROSOCOP 1
3  
9 9  
1
6  
9 9

POCNIT 'MOEN 1 6 9 1  1699
AumNINGMAN 1 6  99 1691
SHA08Iw 01 TM BEAST N A  2 4 9 1
9140491 1 3 1 0  1399
51100I EM uPCONSTENKT/Ceter1 N  A 1 9 9 9

SOFTWARE CITY
59 FOREGATE STREET
STAFFORD
Tel. 07115 41899

51115REPACK CAFE 1 3 . 9 9  2 . 9 9
WINNOW 1 3 . 9 9  3 9 9
SILIHEED 1999  9  99
StiCCIR 1 8  99 1199
ST ARGLOM 2 1 8  99 1 1
9 9St ARANA*STPitOGv 1 8  19 1199
VANN 1 3  99 3 9 9
STUNT CAA 1 0  I I  9 . 9 9
SUPER A014DEN 90
, 
1 1 3  
9 9  
5 9
9

SW0110 Of SODm t o
,  A  
5 9 4
SwORDS OF TWLiGoll N A  I *
Tv SPCM1S POO MALL 1 5  99 9 9 1
TEST ONVE 2 A A  9 1 1
TINLISOLAMPOS 1
9  9 9  
I *
THIES DI LORE 1 5 9 9  a r o
TRACKSUIT MANAGER 1
3  9 9  
1 3 9 9
u PA 9 1 6  99 1599
NIGAAN11 1 3  99 1
3  9 9vutCAN 1 3 9 9  1399
w a  iN M OW EARIN 1 3 0 9  1319
w AT NE GRITNY NOCIIT W A  i t  99
WATERLOO N
A  
1 9  
9 9

wIRD DREAMS 1 5 9 9  1 6  91
AINCW 2 MEGA KAP 1 9  99 1 8 9 9
9I110IN9381 . 5  91 1 8 0 9

SOITHAIA CRY PEDALS
1943 6 5 9  N A
ACADIAN' A  99 N A
Actlatisoroo 4 9 9  099
AFTEARAPIER 990 W A
ARCKINCOHICTIN N A  1 9 9
ARCTIC iIOA 694 5 9 9
ANT Rom 3 op 3 A A  0 9 9
SANO'S TALE 6 1 5  6 1 1
MONK COMMANDS 1  11 6 9 9
CAFTAN ROOD W A  9  911
CUSTODIAN o r  A 4 9 9
CANGEIHRIAA N A  9  99
oesatAns A  99 WA
ELIMINATOR 6
9 4  6
9 1
EOUNDATiON WASTE 6 9 1  6 9 9
COLETRUNNEN 3  99 P 4 , A
GOLDIRANEA 2 a  a t W A
NO9
1 
A
G
E
5  
N
A  
9
9
9

AN orders sant WM  e lms within 24 1
.
1 0 U  F S  o f  
r o c o l o t  
s W , t e c t  
t o  
a w a i l e 0 1 1
k y  
M a k
e  
c h a a u s
s z P O s  
m a
t *  
t
o  
S o f
t w a
r e  
C i
t y  
H e
a v
e  
a
d
d  
S
O
o  
t
o
r

post and packaging on i l l  Orders under ES 00 da s ta a a t Orders odd CI SO oar Item A ddm os  to S OFTWARE  CrrY , 3 LICHFIE LD PASSAGEWOL E RHAIM P TON WM 1 1 0 2  P yoduco 1bis adAriort to rocoINA the above 619DoonleL 301. 011 RRIP on one sortwOro root Os tia

SOFTWARE CITY
3 LICHFIELD PASSAGE
WOLVERHAMPTON
Tel. 0902 25304
MAME MADNESS
MEAD' MOUSE
SMALL*
OVIPUN
eNOSIA
IMAM 9
MAIM Or Imt rptOus
NOUN Cued
ROLL IC NUNDell
SIMIANS
SAYCHASE
Molex
10041101 uGHt
SESIONALL
SIMI Fay
$tstrtsAcerto
TIME1 M O M
na lta  C U .  11EAt3t466>
na tta  TOUR GOLF
M O S

11
94 
5
9
9

619 N A
NA

I *  O H
liA 9 1 9

919 N  A
I N  I I I
NA I
NA 6 9 9
WA 6 9 9
IA  I N

694 6
NM 1109

•99 9 9 9
WA 1  119

199 1199
NA 6 9 1

599 9911
6911

N
COOPLA110116

110 STORY SO FAA vOL
Weepier . 549 599twe e d No te Peso. A
Belleems 5
1  
1 9  
9 9  
A D  
1 3 .
8 S

TME SI00
1  S O  
F A
A  
9 0
1 3

Serer 'wee Les me Lie De iterrearA &
Thundered 5 1 11 99 1191
PREMIERE C OM E
-
C OON
Z,NAN ENNA
, 
N O M I
N S I  
N e n
e e r
r e

$I 13 10 AG 1311
M M U S  VITAL
C ann. a n t Aran InaNNI 2 Weer'
:NoreensOntAGoolob Inn  Coo

1311 641699
GIANTS
Oen,, Gonne 2. 9435  SeerneWe

9 1
1
9 1
9  
6
4
i
1
9
1
1
9

3 5 ron COALE 510E0 OOMILEDEN5111 1 1 0 9
Wee LAWN 1 0  9 0 9

25 2129
PD ugh 1 . .g
.
ov ot 
i m . I
S  
t

PD 1  99 weer imlo 1596
TIM GICAC * M O 04011511110. 2 %/kW%
14k994 2 9 9  5Ione3T 119
M OM  MATS
K W .  COvElt
St 4 .5  IX MAYON LEADS
/AKA 12 MIS EXPANSION

294
4
S

119643

PUBLIC DOMAIN
LIBRARIES

are all the same - aren't they?

••••  Below is a small selection • • s •
ACCESSORIES/UTILITIES

N z a  0 . -  R a m  ar k  maamonrims and uma lam am cemmd k
.  p e aACC3 -  T i n  acienbile celconeak 2 fe nne l D o w ,  6 0 ( 1 ) 1 E S  acconcry M ot be e  a r m  la)
A C M  - Mono Etradelma makes year TV think h i e  EMI - •  lel up pear primmer
A m -  PRIVATE EYE, see wheel Ong at_ RAMTISS, STARTUP (Nal e e r y  Irian
AIX26 - D A
-
I A L A S E .  
w r y  
g e m
a t i
t
I
M  
d r
i v
e n  
p r i
o r i
/
V I ,  
a
l
l  
y
o
u
'
l
l  
w
e
t  
m
a
i
d
.

ACE31 - S T - S t a n  pm driven SPREADS' WET program. eery cemptoldenave Weed
ACC*, - HOUSE POINTTR. mrdeeign pat mamapszi59Oler 90 00 dial aimed% germf
ACC/II - STICKER, dere and prim pair min dna Womb Ihigh-ms ciodyy beds cm deli.

-  ceusaso, SPREAaSHEET b u i l l  in Martin& the NEST around Ineg neadeat
ART—DRAWING PROGRAMS

ANTI -  NEOCHRUkilE. the madamf drawing peck me, arena pat trauterplece mord
ARM -  IMASTERPA INTER. womb in all meantime and mamma wadies Imam
Agra -  LANDSCAPE..  Racial Generals kir Name inameled is 11.1 torisatisi amid.
^Wig - PEARLE, Ray Ihicing program and A S T R A K  anienearandwew pattern to ma

GAMES a  EDUCATION
i l l  -  E d r a l i k l a  IUDNITTE2., mama dynes calcurful games ear yeuesolort

ILIDSONG, GO-ROUNEk riuurrica HAZE am Make, pod kr de range M e i
Las- ILIDPURLIS/IFla, data-lap publiahas Oct kink (plea inetrectame Ike slut*  pest
17311- mnr ra PIIINID HEAD (aidantang JIGSAW, QUIZAVIZ. STARCIIAKT
t311
- 
P
O
Z I
P
O
C
X
E
T  
S
A
J
I
L
M
V
I
d
t
l
a  
O
a
r  
n
o
u
n
g
e
l
b
n
i  
a
n
d  
C
l
U
I
S
A
C
E
,  
d
e
l
a
k
i
t

I to 5 dakm - 1100 each
lo 10 dike - a 7 s  inch

or mom deb - L210 AIM
Prueic1.da Dalt Weber Pilt span laid.
NW and phone cake" leconad helm noon

dempalchad m e d. g GUARANTEED
Deduct LI Men abeam pion I  =aru.  you

ma Nana delis

If you want to know more
about the B E S T

Send S.A.E (22p stamp)
and state ST for your

FREE 60 page catalogue

Same day despatch - GUARANTEED Ino more waiting)
knowledgable stall on hand - ring any time tor advice.

Three years experience collecting/distributing PO disks.
Huge range of programs sent on Branded, Unbranded media, or

your Own disks, the CHOICE is yours.
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Come on down 'cos The Price Is Right! Sean
Kelly takes a look at some of the ten quid hits
on the 16-bits in the first of our regular
budget sections.

POPULOUS PROMISED LANDS
lassctronic A r t s / E 9 . 9 9

T y pic al!  Just  as we were all get t ing to grips  wit h Populous  and all its rais ing
mountains ,  bui lding castles, s ummoning fl oods  and generally  play ing God
stuff, Electronic Arts returns  wit h Populous  Promis ed Lands, or God Sim Part

II, to bring us even more lands to fi ght  over.
Populous Promised Lands is a data disk whic h contains  five new lands populated

by strange, tough opponents .  There's  Revolut ion Francaise,  Wo o  fa /at Ed) a  land
obviously under the infl uence of  Bretons and the Arc de Triomphe.
Silly Land, which seems to be
overrun wi t h  b l o b b y  g reen
space men.  Wi ld  Wes t  Land,
whic h h a s  c o w b o y s  a n d
Indians fi ght ing i t  Out on an
Amer ic an s t y l e  p l a i n .
Computer Land wh e r e  y o u r
populat ion begin by  l iv ing in
ZX81's on a c omput er paper
terrain, before progress ing up
to Cray Supercomputers .  And
finally Block Land, which bears . 4 s
•  a t  . i l l ' + '  q ! ,

-
d )  
a g
o "

a marked resemblance to the 1
6famous Lego Land. ,
4
1 0 " ,
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-  4 ,  •  4  '  ,  <  A A —
Obviously a lot of time and R i d e  'ens por dner .  Whoop!  lir, except there

imagination has been spent a r e n ' t  SEW heroes to Wi l d  We l t  Land.
designing and implement ing the graphics  for each land.  They  are really  good to look
at, and for the mos t  part  s tunning in originalit y  and implement at ion.

Once loaded though,  you can get  s t raight  down to s ome serious conquering if
ou want .  All the passwords  whic h took you to the higher levels of  Populous  c an

&so be applied in Promis ed Lands. So if  you're a more experienced player,  there's
no having to work  y our way  t hrough each separate level before you can get  onto the
higher ones. You can get  s t raight  down to bat t le in the higher levels if  you want .  I
thought I'd bet ter play  safe t hough (hem),  so k icked of f  with Genesis,  whic h took to
me to the land of  the Eiffel Tower,  where my  be-bereted and st ripey shirted peasants

took on the smart ly  dressed
soldiers  of  the oppos it ion,  in
an all out  bat t le of  garlic  and
french sticks.

The oppos ing deit ies  in
Promised Lands are a bit
more diffi cult  to beat  than in
the original Populous .
Whereas  in the original it 's
possible to create fl oods,
swamps,  volcanos  and
knights in the early  stages, in
Promis ed Lands your
opt ions  are l imit ed
immediately .  In Silly  Land
for example,  my  oppos ing
deity spent  all his  ther?) t ime
sticking volcanoes under any
flat land whic h I created. S o
even in the early  stages I
was  forced to use dif ferent
and more complex  st rategies
to wear  down the
oppos it ion.  My  's illy  people'
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minutes or so. But  whet her or not  these and other lit t le glitches can be explained
away as 'unusual features ' I don' t  know.

Promised Lands may  not  enhance the actual garneplay  of  Populous  to any great
degree, but  it  does prov ide new and
refreshing graphics  for the Populous
addict. At  a mere ten pounds  you can't
go wrong.
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Revoluti ee Francois,

LBW B l e c k  Lead

•Ava llablo on ST/Amiga
OVERALL SCORE 8 0

review

POSTMAN PAT
Alternative Software/C9.99
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matey, not  when I 've got  the
chance to guide the t rendies t

post ie ever as he delivers  his  parcels to
the inhabitants  of  Greendale Village in
Pos t man Pat ,  t h e  lat es t
budget  g a me  t o  h i t  t he
streets f r o m Al t ernat iv e
Sof tware.

P robab ly  a i m e d  t o
appeal t o  a  y ounger  age
group,  the game begins as
Pat starts his rounds in the
post van yard. First stop is
alway s  t h e  Pos t  Of fi c e,
wh e r e  h e  c o l l e c t s  h i s
de l i v e r ies  f r o m  M r s .
Gogg ins ( I ) .  M e s s a g e s
scroll across the top of the
screen t e l l ing Pat  wh e r e
the parcels  are t o go and

P ostm an P a l  a nd  hi s
bl ock a n d  w hi te  cat.

you mus t  then guide Pat's wobbl ing van
round the t own to his  dest inat ion.

The van is actually  quite diffi cult  to
steer. But  once you get  the hang of  it.
you next  have to keep you eyes peeled
for the numerous  oil slicks on the road
whic h ruin your s teering -  as well as
Mrs. Hubbard the mad cyclist .who gets
in y our way  as she cycles round t own
faster t han Eddie Kidd.  Unf ort unat ely ,
driv ing the van over her doesn't  kill her,
she just  pedals  on regardless.

As you pass the house you are
delivering to it  wil l  fl ash and you can
deliver the parcel by  hit t ing Fire as you
bullet  past the house at top speed -
before careering into a wall.  That ' s
what  I did mos t  of  the t ime anyway.

Occasionally, you get  a message
telling you that  Farmer Giles' sheep
have escaped, and Pat (who's  obv ious ly

van o

L
o
t  
D
I
E
L
I
U
E
R
I
E
S  
0
0

• S C O R E  0 0 0 0 0
P ostm an P a t  k e r b cr aw ls r ound G r e e n d e l •
del iver ing parcels to el l  sad sundry.
done a bit  of  moonl ight  shepherding on
the side) then chunders  along in his  van
to help round t hem up.  There ' s  a
couple of  bonus  games  to be played -
Snap, Snakes And Ladders and Ludo -
but a f ew more 'miss ions '  might  have
added to the divers ity  of  the game.

Pos tman Pat is obv ious ly  aimed at
the y ounger games  player,  but  it  could
still prov ide a good laugh wit h a f ew
f riends and several lagers.

•Ava llablo on ST/Amiga
OVERALL SCORE 7 7
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AMIGA MEMORY UPGRADES AVAILABLE
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CHOOSE
ANY ONE
OF THESE
FOUR
FABULOUS
FREE
GIFTS
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T-CAKE
This oxceedingly good
cake dates back to
the 1 7 t h century.
And though some of
the currants wer e
unfor tunately
damaged when
Fergie saw i t at
a recent
AMi ques Road
Show, I t's still
worth at least
hvo pee.
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T-BAG
An exclusive T-bag as cased by
Paul ine in EastEnders complete
with per forations.  Wor th £ 1 . 5 0

T-PEE
This rare I ndi an T-pee was
wor n by the magni ficent
Demis Roussos in his
1 9 4 0  tour  of Wor thi ng

N'\  -  Pier Wor th qui te a l otof anybody's money.
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these amazing free gifts if you take out a
year's subscription to ZERO. And for 12

copies of the best may around and your free gift
(we'd go for the T-shirt ourselvesl you need only
pay a paltry El & Just the 12 issues alone would
cost you that on the bookstands, but this way
you get every issue delivered to your door along
with our  spiffo free gift! Wi th all its in-depth
reviews, scintillating previews, competitions,
hints and tips and fascinating features, ZERO's
got to be the best buy you'll make all year!

Interested? Then fill in the coupon i n  block
capitals please • a nd send it to ZERO SUBS,
FREEPOST*, DPI  I 001,  ZERO, 120.126 Lavender
Avenue, Mi tcham,  Surrey CR4 3HP. And lust sit
back and wait for that rustle, r u
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when the next issue of ZERO lands on your
door mat!
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T-SHIRT
Prevents •mbar r asi ng i tching 'cos i t's
made of pure cotton.  What 's  more i t's
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the back.  Wor th ESA'S  i t's a must!
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That old hippie with
the beard, M i k e
Gerrard, who

happens to
know rather
a lot about
adventures

actually,
brings you
the best
adventure

column written by
someone with a
beard!??!
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section worth reading of any
mag on the market! We'r e

talking the business as it'll contain the
kind of coverage that every adventure
fan yearns for. How can I be so sure?
Because I 'm absolutely incredible -
that's why. (Tell the truth. Ed) Okay.
okay I know it's going to be good
because I 'm here to give you the
information you want.  For this one
you'll  have to make do with me telling
you what I like arid what I think you
want, but if you disagree with the
contents, the balance or anything at all,
please do write in and tell me -  I really
will listen, as anyone who's ever read
any of my columns dealing with 8-bit
adventures will already know.

So let's get on with the business of
adventuring.. .

Adventurer Extraordinaire
If you are new to adventures or aren't
au fait with my adventure columns -  hi
I'm Mike! I 've been playing adventures
since most of you were probably knee-

high to a springbok. That's what it
seems like, anyway.  WU second

that. Ed.) To be more truthful,
my first machine was a

Dragon, which those of
you who also have

beards will remember.
It arrived on the scene
not long after real
dragons were
banished from the
earth, and corn.
pared to the ST or
Amiga... well, it's
like comparing a
Robin Reliant to a
Ferrari Testarossa.

Adventures have
changed a fair bit too.

Once upon a time if
you could work out

inputs like GO DOOR and
UNLIGHT LAMP,  you could

solve anything going.  Nowa-
days you need a degree in

English Literature lust to read the
manuals. My  first adventure was an

awful Basic program called Haunted

House, wh i c h  came on a c ompilat ion
tape. Dire as it was. I still squeezed
some fun out of it. After that I played
Pimania from Automata,  which could
hardly be described as a straight
adventure - more of a bent one -  but
from then on I was hooked.  On comput-
ers as well as adventures. Over the
years I 've written adventure columns for
Dragon User, MSX Computing, Personal
Computer News, Your Computer,
Amstrad PCW and the mighty Your
Sinclair, so I reckon I've killed some
trolls and bagged some gold in my
time. I 've  even written adventures and
books about  adventures.. .  (Get  on wit h
it. Ed)

Real Adventure Or  Pseud?
The nature of  adventures  has changed
over the years too, and these pages will
reflect that. At one time we all knew
what an adventure was. It was some-
thing like Colossal Cave, which was a
pure and simple text-only quest. The
graphics adventures game came next
with the arrival of The Hobbit.  There
was still no doubt you were playing an
adventure -  and one of the all-time
greats. Just think what a 16-bit version
of that might be like!

The next step was arcade adven-
tures, which some people (including
me) regarded as a marketing gimmick
from software houses who didn't like to
think they were missing Out on sales
somewhere along the line. Ah-ha!,  they
said -  we'll publish a type of game that
arcade players and adventure players
will buy! But is it an adventure? Not  in
my book.  I 'm not saying I don't like
them, some arcade adventures are
terrific, but they're not what I term as
adventures and I won't be writing about
them if I can avoid it.

Then there's another  type of game,
your role-playing game or RPG. A n
adventure? Some purists would no
doubt exclude them, but they're all
about quests and problem-solving, and
to me they are adventures. Mi nd you, I
didn't like them until  two great games
came on the scene: the Bard's Tale and
Dungeon Master, I very quickly changed
my mind.

RPGs have developed through the
Ultima series from Origins, and the
King's Quest series from Sierra On-Line.
Sierra then began publ ishing adventure-
type games that were 90 per cent
graphics, with the likes of Police Quest
and Space Quest A t  first, being an old
stick in the mud who's always preferred
words to pictures, I was a bit iffy about
these. They seemed very slow to play
and not well thought out. Not a patch
on real adventures.  That's still my
personal opinion but they've improved
tremendously in the last year and I've
started to get quite a bit of fun from
them. I must admit that trying to find
the naughty bits in Leisure-Suit Larry
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WHAT'S WHAT
The Jade StoneTITLE

P U B L I S H ' . Merlin Games

PRICE c8.00

FO RMAT ST only.

ADDRESS 19 Briar Close, Noilseo,
Bristol 11519 1 GIG9

helped win  me over!
So that certainly  tells you what

sort of person I am!  (ern! ) But  what
kind of  person are you,  eh? I 'd like to
know, so writ e in and tell me.

Tome Private Sits
This is the space that ' ll be ent irely
devoted to y our t hought s  on
adventure games.  I want  info about
your loves (keep it  c lean!) and hates
on all adventuring subjects. Not  just
the types of adventures,  but  also the
problems you encounter.  Are 16-bit
adventures doing just ice to 16-bit
machines? Which is the best mac hine
for adventuring? At  the moment  it
certainly seems like more excit ing
things are happening on the ST than
on any other machine,  but  may be
you're a fi erce Amiga/PC owner who
vehement ly disagrees?! Arid another
thing: are we los ing touch wit h the
adventure basics and produc ing
games wit h bet ter

1
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graphics and sound,  s imply
because the machines  these days can
do that? Maybe even.., and it 's  a
question that never dies._ you s t ill
prefer tex t -only  adventures?

As well as airing y our v iews,  you
can also writ e in and tell me where
you're stuck and I 'll do my  best to help.
If you want  a personal reply .  you mus t
enclose a s tamped addressed envelope,
or an internat ional reply  coupon if
you're writ ing f rom overseas. If you
don't t hen I 'll do my  best to answer
your quest ion in the next  available
issue, but  remember that  because of
product ion schedules you' ll have to wait
at least six weeks  to see it  in print .  Even
then, I can't guarantee I 'll have room to
use it.

That 's some of  the ground rules  laid
down -  but if  you want  to revamp them
and lay down your own,  you k now
where I am. I don' t  believe in hiding
behind silly  pseudonyms  like the White ,LL
Wizard, the Black Dwarf ,  Pendragon,
Gordo Gutbucket or any  of  that ! t s
nonsense, whic h usually  means  the
adventure sect ion's writ t en by  whoev er
happens to be sober that month.  This
section wil l  be writ t en by  you!

MY PLAY LIST
THE JADE STONE
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ture slot each mont h to tell you what
I've really  been doing adventure-

wise,  ZERO -wise.. .  er 16-bit -wise.
Maybe I 'm hooked on a mass ive game
that ' ll be rev iewed elsewhere,  and I can
tell you s ome things  that  didn' t  fi t into
the rev iew;  may be I 've been p lay ing a
mouldy  oldie;  perhaps  v is it ing an
adventure c ompany  and get t ing a sneak
prev iew of  something.  May be I 'll jus t
have been scratching my  bot tom.
Whatever i t  is ,  i t ' s  s ure t o  be essent ial
reading.

But do you ever get  one of  those
days when you hanker for a good old-
fashioned s imple adventure? Not  one
where you have to read War  and Peace
before you load it  up, not  one where the
box
contains more goodies  than a Chris tmas
stocking and the screen's got  more
icons than the Vatican. Somet imes  af ter
Millenium,. Populous and even the
wondrous  Dungeon Master,  I like to sit
back and play  a s t raight f orward game
that reminds  me why  I took up adven-
turing in the fi rst place.

Stone The Crows
I f ound one this  mont h in The Jade
Stone by Linda Wright .  Just the thing
for a jaded palate and an empt y  wallet .
A c ommon c omplaint  about  16-bit
games  is that  they 're too expensive,  and
we all cross our fi ngers  when compa-
nies talk about  releas ing games  at a
budget  price of  £9.95. Well if  that 's
budget,  what 's  The Jade Stone at E8?
It's a game you should think  about
buy ing,  that 's  what !

Linda's  had lots  of  adventure wri t ing
experience, hav ing writ t en several 8-bit
games  that  Incent ive t hought  good
enough to publish.  That 's  probably  why
The Jade Stone has mos t  of  the nif ty
features you'd expect  f rom the best
commerc ial releases like RAMSAVE and
OOPS, a TEXT/GRAPHICS opt ion,
VOCAB and ALL c ommands ,  a choice
between 40 and 80 c olumn displays and
so on.  All done wit h STAC,

Groovy Graphics
A word about  the graphics  -  and the
word  is 'great ! '  Lovely  atmospheric
pictures, wi t h an art ist 's  eye for the use
of res t rained colours.  The quest  is to
fi nd the Jade Stone, and of  course use it
to banish ev il f rom the world,  this  t ime
In the shape of  Mal lumo,  a second-rate
sorcerer.  What  makes the story dif ferent
is that the main character is a woman,
who  mus t  rescue her boy f riend f rom
Mal lumo's  clutches. A t ramp tells you
that  the Guardian of  the Stone wi l l  only
hand it  over to s omeone who's  loyal,
kind, peaceful and intelligent .  (That
rules you out. Ed)

The game starts in and around the
castle where you live wit h your dad, the

King. In a s mall  house nearby,  a lit t le
boy is cry ing "I  want  Sc ruf f ! " Let ' s
hope Scruf f  isn't  the carcass you've just
seen being hacked wit h an axe in a
butcher's  shop!  But  no, return the dog
to its owner for a reward,  and if  you can
manage to get  the book Out f rom under
the wobbly  table leg you might  read that
you mus t  "POUR A CIRCLE OF S • • ' '  ON
THE FLOOR AND SAY   0 0 4 . 0  00. . .
I just  hope they mean 'salt '.
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This is e a *  SI  I s  ear l ier  legations Ist the
game.  Got  your  trunks r eady k g •  swigs?
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The Castle el  Mol ionse is the Meal  legation
In Hoe game.  Interesting br ick wor k Hi er . ,
don' t  yes thi nk?

The problems  are nicely  set. The plot
builds  nicely  too, wi t h dif ferent  ways  to
solve s ome of  the problems .  There are
several ways  to finish, too,  but  only  one
gives you a full score: an incent ive to
play it  over again.  You' ll like it. I did.
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Ome ga  Pro je cts M IDI  inte rfa ce  including 3 0
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1229.00
Philips Cm8833 stereo sound colour Meeker. Cis
, A m i g a  c a b l e   
£

£239.00
Amiga 500 dust cover   E E41•95

or ACCESSNISA card details
Govt., Mat  & PLC orders welcome
Same day despatch wbevever possible

All goods subject to availability, L&O.E.
Open to callers A days, 1 1
1
. 3 6 - 5 . 3 0

63 BRI DG E  S TRE E T
E V E S HAM

WO RCS  W R I T  4 S F
(0 0386-765500
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Top Quality 2nd Drives for the Amiga
and Atari ST at low. low prices

se' Full  compatibility with all Atari  SI
models, Amiga 500 & Amiga 1000
Top quality drive mechanism

1/ One megabyte unformatted capacity
ss/ External plug in PSU (Atari  ST)
• 'r hr oughpor t (Amiga)
si Very quiet
te Slimiine design
se' Colour  matched to computer
ise Long cable for location

either side of computer
be Full  12 months guarantee

Don't forget - prices shown
include VAT and delivery
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ATARI ST VERSION ONLY

E 7 9 . 9 5
AMIGA VERSION ONLY

E 7 4 . 9 5
Including VAT and delivery

A ATARI Hardware Offers
520 STFM POWER PACK
Amazing value. itid-n.W specie ST package from Atari I tncludes 520STFM with I  LIES drive.
loystack, mouse. user guide. 5  d a is ol pubic domain software, plus Si,  Incredible selection
oll chattlopping software worth ove r £500! Software included is:

W I T * P l a n e r s a  C u t  Run P le b u iu s
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520 STFM Will;;%
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Fantastic val ue package,  compr ising of  a  5213STFM wi th 1Mb
internal dr ive,  m ous e  a nd games  joystick,  user  guide,  pl us
many extra software ti tles wor th over  E620 I n total  I
ATARI HAVE SUPPLJED THE FOLLOWING SOFTWARE TITLES:
Marble Madness T e s t  Drove C h o p p e r  X
Beyond Ice Palace
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Thunderce Os S l a r q u a k e
Summer Olympiad X e n o n  G e n e s i s
Arkarsoid li W i z b a l l  B l a c k  Lamp
Ecide Edwards Ski S e c o n d s  Out T h r u s t
Susi Warriors Z y n a p s  O r g a n i s e r  Business Stware
EVESHAM MICROS SUPPLY AN EXTRA £170 WORTH OF SOFTWARE:
starsiboe 1 S t e r g i l d e r  a  S e n t i n e l
C a me  Command F l y i n g  Sha rk V i r u sTracker

plus a n extr a 5  di sks of  o n l y  E 3 1  9 . 0 0publ ic domai n softwar e!  I n c  V AT & del ivery
5213STFM with  built-in T V  modula tor a nd 1 M b  Internet drive  E 2 6 9 . 0 0
520 STFM  I M E G  inte rna l drive  upgra de  kit  with full I nstructions  E 7 4 . 9 5
520 STFIA 1MEG memory uprade kit, requires soldering C 8 9 , 0 0
520 ST F M  1 M EG me mory upgra de  fitted by u s   E l  19  0 0
1 0 4 0 STFM  with  built-in T V  modula tioc 1 M b  drive ,  1 M b R AM  £ 3 9 9 . 0 0
1 0 4 0 STEM  'G a m e s Pim *
. i n c l u d e s  
' S t a r g l i d e
r  
I  
A  
I I ' .  
' T r a c
k e r .

'Virus
-
, 
' S e
n t i
n e l
' .  
'
C
a
r
r i
e
r  
C
o
m
m
a
n
d  
a
n
d  
'
F
l
y
i
n
g  
S
h
a
r
i
t
'    
E
4
1
9
.
0
0

1040 STFM  H yp e r Pa ck,  includ ing  H yp e r Pa in t ,  H yp e r D ra w,
'Orgenisee  PI  £ 5 0  softwa re  youths, ' re de e ma ble  with Ata ri £ 4 2 9 . 0 0

Mega S T I  with  mono monitor  £ 5 9 9 . 0 0
Mega S I 2  with mono monitor £ 8 4 9 . 0 0
Mega ST 4  with mono monitor  E l  0 9 9 .0 0
SM124 high resolution monochrome mOnitor E 1 1 9 , 0 0
SC1224 colour monitor £ 2 7 9 . 0 0
Megabit. 30Mb hard disk    £ 4 3 9 . 0 0
Vortex H D p lu s 4 0 M b ha rd d isk E 5 1 9 . 0 0
5,25' External 40te0 track drive (3801720K) IBM compete:4e  £ 9 9  00
Vicli-ST 1 6 -tone  vide o fra me  gra bbe r inc. digitising softwa re   E 9 5 . 0 0
Philips C M 8 8 3 2  colour monitor with ST  ca ble   £ 2 1 9 . 0 0
Philips CM8833 stereo version of above CM8832, plus Al t/  Inputs E 2 3 9  00
ITT CP3228 16.5* remote ctri TV/Monitor. with ST cable £ 2 2 9 . 0 0
Contriver Ho-Re s M o u se  including mouse  ma t & pocke t £ 2 2 . 9 5

3 . 5 "  D i s k s
10 Bulk packed DS/OD 3. 5
- d i s k sWith labets, fully guaranteed  E  9,95
25 bulk disks as above E 2 2 . 9 5
10 disks as above with plastic case E 1 1 . 9 5
25 disks as above, with 40 capacity
lockable storage unit -   E 2 9 . 9 5
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remote corar01, Euroconnector.
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phone output connectors, 4 0
tuner presets, external aerial
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VALUE IE269.00
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Star LC24-10 multeont 24p1n printer, amazing new low. price £ 2 3 9 . 0 0
Star F R -1  0 9 p in  3 0 0 i7 6 cp s wit h  3 I K  buffe r,  1 6  N L Q  fonts,

EE-PROM memory & 12 months on-site maintenance . .  .   E 3 9 9  00
Sta r FR -1 5  wide  ca rria ge  ve rsion o f  a bove  F R  • 10   ,  . .  £499.00
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VISA Phone us with your

ACCESS or VISA
card details on
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All pdcss Include VAT and delivery. Express Courier delivery £5.00 extra

Send cheque, Postai Order Evesham Micros Ltd

Atm a t: 1751 Perabon Rd.. Catierirriair„ e lre le it e m  535 1511 T e t  e l l  4 511 5554



Now here's the bit

that's written by the
real adventure

experts -  you

T
h
i
s  
i
s  
t
h
e  
s
p
o
t  
i
n  
'
A
d
v
e
n
t
u
r
e
s
'

where I 'll deal wit h whatever
you've been up to each mont h -

concerning adventures,  that  is! Your
private life is your own af fair (though
you can send me the photos  for my
private collec t ion if  you likeI.

If you've writ t en an adventure and
want  it  rev iewed,  send it  in. If you've
solved a t ri l l ion adventures  and want  to
help people out  wit h t hem (or you just
want  to brag about  it) let me know.  I f
you've discovered any  nif ty  lit t le
rout ines for use in programs  like STAG,
well here's  where you can tell the wor ld
about  it.

Spent  the last mont h put t ing
together y our own adventure fanzine, or
play ing a game for days on end? Think
an adventure is under-rated,  ov errat ed.
bug-ridden or the greatest  thing s ince
the invent ion of  knicker elastic? This  is
the place for you. I ' ll be telling you
about  my  adventures on the adventure
scene, so you tell me about  yours.
Okay?

As this  is the fi rst issue and no-
one's  had a chance to writ e in yet, I 'm
going to tell you this  mont h what  J ohn
Barnsley and Sue Medley have been
up to -  whet her you like it  or not!
They ' ll be regular readers  soon anyway ,
like the rest of  the intelligent  adventure
play ing public .

Sue Medley 's  run an adventure slot on
Mic ronet  f or s ome t ime,  and each y ear
helps organize the Adventurers
Convent ion down in Sut ton,  Surrey.
John R. Barns ley  set up and ran
Soothsayer magaz ine for a year, and is
a regular cont ributor to adventure fanzi-
nes wit h his  clues, solut ions  and
maps:The t wo of  them have got
together and the result  is a bounc ing
baby called Sy nTax

Thumbs up for SynTax
SynTax is a disk-based adventure
magaz ine for ST users. The idea of  disk-
based magaz ines  is an exc it ing one,  as
long as they use the disk to do what  it
does best -  whic h isn't  t ry ing to emulate
a regular magaz ine.  Use lots  of  screen-
shots, inc lude complete programs ,
demos  and even lit t le programming
rout ines, and you could be onto a
winner.  Just  reproduce pages of  text

your adventures

and you' ll never emulate a magaz ine
like ZERO -  but  wi l l  cost three t imes  the
price.

SynTax  has  made a good start
wit h its fi rst  issue, t hough there's  room
for improverrient .That  may  well  come,
as Sue tells me she's lined up a demo of
The Pawn for issue two,  whic h wil l  also
contain an int erv iew wit h Al Lowe,
creator of Leisure Suit Larry. Mean-
while,  back at issue one,  you get  nine
full solut ions  to games,  inc luding the
one, t he only,  Dungepn Master,  as well
as hints  to several more.  There's  a news
and adverts  section, a feature by John
Barnsley on the his tory  of  Sierra-Line,
and rev iews  of  12 adventures,  t hough
some like Lancelot  and J imrter are
hardly  brand new.  There are graphics
screens f rom s ome games, so you can
see what  you might  be buy ing,  but  I 'd
like to see this aspect of  the magaz ine
improv ed as well as a sect ion on STAC,
inc luding readers '  rout ines.

What  interested me about  SynTax
is that  it 's writ t en in STOS Basic,
s howing that  the program's  more than
just  a games -writ ing ut ility.  I t 's a well
t hought  out  program,  and you can click
back and f orward through fi les, and get
back to the main menu at any t ime,  as
well as print  out  any thing you fancy -
useful for the lengthy  solut ions.

SynTax wi l l  be out  every other
month,  so issue t wo wil l  be available by
the t ime you read this. It costs f a g /  UK
and Europe,  E5.25 outs ide Europe by
airmail,  available f rom Sue Medley ,  9
Warwick  Road,  Sidcup,  Kent  DA14 6LJ
or J ohn A. Barnsley,  32 Merriv ale Road,
Ris ing Brook,  Staf ford S i l l  9E13. I like
John's  postcode!

THE FINAL CURTAIN
Right now it's your turn to send
me your hints and tips, problems
and any  other juicy bits of info
(keep those Readers' Wives
photos comingi)l Whatever
you've got to say on the subject
of adventures say it to me, The
Man With The Beard, Adven-
tures, ZERO, 14 Rathbone Place,
London WIP 1E1E.
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These pages are all yours.
'Cos Tikes! is the section
where you get your chance
to be funny/wacky/pithy/
dry or downright stupid.
Seeing as this is Issue One,
we haven't got  any
letters at all, so we're going
to 'start the ball rolling'
ourselves...

Publ isher  Ter esa  ha s  a f t e r noon t e a  w i th Buz z  a

Mecca McCandl ess  ha s
's uppe r ' w i t h
Roger

Dunc has br eakfast wi th
Thatch

De s i gne r
Dunc a n
He m phi l l
goes
pa r a c hut i ng
w i th t he
's pook
tw i ns '

CLAIMS
TO FAME

Have you peed in the gents
alongs ide J eremy  Beadle? Drunk
too muc h and v omit ed in
Richard Baker's  f ront  garden?
Camped out  in one of  Claire
Rayner's stockings wi t h  Claire
still in it)? Yeah yeah, we believe
you, But  we need photographic
proof.  Here are s ome of  the
ZERO team's  c laims to f ame to
give you an idea

Edi tor  G a r e th ha s  'e l e v e ns e s '
w i th O s  a nd  t he  c r ew

readers pages

Pr oduction
Edi tor
Jackie
shar es
som e
ba k e d
beans
w i th J ohn
W a y ne

De puty  I d
Sean goe s
par achuting
w i th
Ma r i l y n
M onr oe

It doesn't  mat ter who you're wit h - 'Lesley Judd at a super
market  opening ceremony '  wi l l  do.  So wi l l  'In bed wit h Tom
O'Connor  and his mistress' (al though you might get a bit
more dosh by  sending this  one to The News  Of  The Wo r l d
.but  send it  to us anyway).  Send all your photos  to Yikes..
ZERO, 14 Rathbone Place, London W1P

ZERO 11
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INTERVIEW
Every month, Yikest interviews a 'famous person'
on the telephone. We were thinking of doing one
with Tommy Cooper, but as he died about four
years ago we did one with Jeremy Beadle instead...
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Where were you born?
Beadle:  Hackney.

Yikes1;  M m m m m .  Nice place. Um
Errrr...

At  this point  there's  a lit t le bit  of
panic in the ZERO offices as everyone
tries to think of  an ' interes t ing'  ques t ion
to ask...
Beadle:  Hello,  hello?
Yik es ! :  Ca n  you hang on a minut e

please?
Beadle: Well
no, not  really,
no. I 'm very
busy actually .
"tikes!: Oh,

alright  then. Urn...at, um,  school,  were
you a 'birrova'  joker.
Beadle:  Oh yes, very  muc h so, Defi -
nitely. Oh,  totally .
' t ik es ! :  Wh a t  k ind of  'wizard japery '
did you get  up to?
Beadle:  Er. . .  the bicycle over the lamp-
post, the t rousers up the school
flagpost. All the normal stuff,

Yikesl: Yes,
everyone does
that. Erm

Anot her
moment  of  mild
panic as the

ZERO staff t ry desperately  to come up
with the ' f ol low on quest ion'. . . .
Beadle:  Hello? Are you st ill there?
Yik es l :  Sorry ,  yes. Um,  did you get  in
any t rouble for play ing these pranks:
you know,  did you get  the cane or
anything?
Beadle:  Oh,  bloody  hell yes • at least
once a week.
Yik es ! :  Real ly .  What  k ind of  area were

you hit  on?
Burn? Hands?
Knees? Where?
Beadle: It was
on our hands  or
get sent  to the

head and get it on the arse.
'tikes!: Really?
Beadle:  Yes! And our art  mas ter used
to have a cupboard wit h s ix dif ferent
canes, and they all had names
' t ik es ! :  B y  j iminey l
Beadle: Yes. I can't remember what he
used to call t hem.  Um,  there was  one
called Grand Harry

"I'm not an actor, I'm
not a singer, I'm not
a comedian."

" I'm not a magician,
I'm a  con-man."

" I've  got the world's
worst taste in music."

ZERO

Yik es ! :  S o  you can remember then.
Beadle:  D o  you want  an interv iew
or not?
' t ik es ! :  S o r r y .  Was  this  a normal
school, or a drama school?
Beadle:  (Get t ing all s t roppy).  Whaddy a
mean ' drama school'? I never went  to
drama school!!
Yi kes!: Y i kes!  Sorry.
Beadle:  I t  was  a Secondary  Modern
school:  it  was  a normal  school...
Yikest: I n  Hackney?
Beadle: N o  no no no no (still a bit
stroppy),  this  was  in South London.
"tikes!: O h .  What was your favourite
school dinner?
Beadle:  C0 0 0 r r l  Bloody  'ell!  (He thinks
about  it  for a bit . ) Gypsy tart ! !
Yik es ! :  S o r r y ?
Beadle:  Gy ps y  tart. It was  a desert.  We
all used to go for Gypsy tart. And chips.
V ik es l :  S o u n d s  nice.

Suddenly  one of  Jeremy  Beadle's
other telephones goes off, and we get
put  on 'hold'  for a bit .
Beadle: Sorry
* tikes!: Tha t ' s  okay. Um,  when did you
leave school?
Beadle:  A t  sixteen. I was  expelled
actually.
't i kes!: T h e y  didn't find your  'jokes'
very funny  then?
Beadle:  Apparent ly  not, no.
Yik es ! :  S o ,  um,  what  was  your fi rst
job then?
Beadle:  M y  very very fi rst job was
work ing as an insurance clerk (he
whit ters  on for an aeon about  the
insurance clerk job)...
' t ik es ! :  T h a t  sounds a bit  boring.
What  was  the mos t  crap job you've ever
had?
Beadle: I 've had loads and loads and
loads of jobs. I was a lavatory attendant
once, it was wonderful: this was in
Germany. I even had to pass a test. It
was a written test, and I didn't speak a
word of German, so God knows how I
managed to get the job at all,  I got  the
sack, though,  for locking people in the
toilets. I worked in a bakery once as
well. I actually worked INSIDE the
ovens.
Yi kes!: You'r e  lucky to be alive
then. Er....

Anot her quick  discussion ensues in
the ZERO office: "What  can we ask h im

now?" " Er. How about  his tastes in
mus ic?" c omes  a rather obv ious
suggest ion f rom the corner.. .
Beadle:  A r e  you st ill there?
Yi kesl : Sor ry,  the phone fell off the
table. Um. _ or... what  k ind of  mus ic  are
you into?
Beadle: I 've got the world's worst taste
in music. I particularly like country
music.
Yikesl : O h dear
; D o  
y o u  
l i k e  
T a m
m y

Wynnette?
Beadle: Yes, yes, I love Tammy
Wynnet te.  I like Julio Inglesias as well.
' t ik es ! :  O h  dear.  How did you actually
'get into'  telev is ion?
Beadle:  We l l ,  it  was  a mat ter of
osmosis really.
Yi kes!: Eh? You mean you passed
t hrough a s emi-permeable membrane?
Beadle: No,  it was drinking in the right
bars. That 's  quite import ant  in televi-
sion, It 's what  telev is ion's  all about .  It's
a question of 'who do you know' and
'who likes you' - what you've got to do
is pick your enemies  well I t s  important
to have enemies ,  t hough,  because
people (particularly British people) like
taking sides. You just hope that the
majorit y  of  people are going to take
yours. Anyway ,  my  TV career started by
writing bits and bobs for the influential
people I met in pubs.  My first break as a
telev is ion 'presenter'  was  af ter I 'd
writ t en a series for Will ie Rushton - who
then couldn' t  do it  - so the producer
asked i f  I could step in instead. Which,
of course, I did.
' t ik es ! :  Y o u  were say ing it 's  important
to have enemies,  Um,  we were wonder-
ing if  there's  any t ruth in the tale that on
a live recording of  Game For A Laugh,
you and Henry Kelly actually got
involved in a fist fight and creamed each
other in the chops in front of the studio
audience?
Beadl e: Wher e  did you hear that? I ts
not true at all. Absolute rubbish.
Yi kesl : S o  who are your enemies
then?
Beadle: Ah....
Yi kesl : Mi chae l  Grade? Leslie
Crowther? Tarby? Roy Castle? Floella
Benjamin? Rod, Jane and Freddy? ...Um
you're not going to tell us, are you?
Beadle. No.
Yikesl : Oh.  Okay then Bye.  Click.
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FRONT PAGE NEWS
Have you got  a really  useless ' local
paper'? You k now the k ind of  thing
we mean, The Penge Mirror or the
Huddersfield Echo • the kind of paper
where the main story on page three is
all about  some elm trees being pruned
(or something),  Well,  we think it 's about
t ime that  these ex t remely  interes t ing
stories were given s light ly  more 'na-
t ional exposure.  So, scan y our local
week ly  (or daily),  cut out  the mos t
yawnsomely  tedious  piece you can fi nd,
and send it  to us - we' l l  do the rest. You' ll
win a splendiferous  ZERO T-shirt  (as wi l l
everyone else who gets something print ed in
YikesI) and we' l l  send a ZERO 'Mos t  Boring
News Story  In Great  Britain This  Mont h'
Cert ificate to the newspaper.  Ho w thrilled it ' ll
be! Here's  one we found in The Surrey  Mirror.

READERS WIVES
(AND, ERM, PETS
AND THINGS)
This is the Fiesta part  of  the
mag - except it 's  not  quite as
'rude': no Duck Billed
Platypus shots here, matey
What  we DO want ,  however,
are snapshots of  partners  (or
even f riends  or relat ives) in
an embarrass ing pose. You
know the k ind of  thing - the
sort of  shot where the 'pho-
tographee' didn' t  know a
camera was  about  to go of f

and was  in
the middle
of a part icu-
larly  ridicu-
lous facial
express ion.
Or may be
you can
'borrow'
someone's
passport
photo.  You
can even
send in

shots of  pets land these CAN
be rude -- after all,  Dav id At-
tenborough has  footage of
elephants mat ing:  and that 's
not cons idered over the top).
Oh, and send a bit  of  info
with each picture,  so we  can
do a lit t le write-up.

Be comment!

David Masco - woul d you
buy a  car off this man? A
pretty gr im passport pic by
anyisodys standards.
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BLACK SHAPE
Hello. I'm a black shape
(as you can see). I'm
appealing to you lot to
write to me - about
anything, absolutely
anything at all. The
more letters I get, the
bigger and more
powerful I'll become.
However, if I don't get
much mail then I'll
wither up and die - only
you can save me.
Because I'm in need of
your correspondence,
I'm going to start off a
bit sort of 'grovelly'....
please write, dear kind
reader. Um, that's
enough boot-licking.
Here's a sample (all my
own work, as this is
Issue One).

Dear Black Shape
I recently bought some
cotton pyjamas em-
blazened with the cast
of the cult ITV chil-
drens series Rainbow,
Bungle, Zippy,
George, Geoffrey,
Rod, Jane and Freddy.
They are all there.

Luke 'Beatmaster'
Kool
Brixton
Well done. Black
Shape.

See how easy it is
to 'get on board.'
Write about anything -
absolutely anything at
all (You've already
said that. Ed).

ASTRONOMY CORNER
By Professor Bernard Nebula
Bad news  for NASA I 'm afraid,  and remember you read it
here first, but  things  have gone awry  wit h the depend-
able old space probe Voyager III_ Short ly  af ter photo-
graphing Nept une (and,  I mus t  add, what  an absolutely
super job it  did),  the radio s ignals  became very weak  and
then, all of  a sudden,  fizzled out. NASA's  wors t  fears
have been c onfi rmed by  the computer enhanced pic tures
taken f rom the fi nal radio
transmission.. . .  the solar
system is surrounded by
the sticky web of  a mon-
strous 'space-spider. '

Tak ing a t ip f rom ITN, I 've
dragged Heather Cpuper (the
only  f emale as t ronomer in the
world)  out  of  the closet, Here's
what  she had to say:

"Amaz ing,  totally  amaz ing,
giant  web,  gigant ic  Space Spider,
might  be heading t owards  earth,
we' re all t riffi c ly  excited, I can't
convey the at mos phere here
Bernard, huge spider t remen-
dous ly  exc it ing stuff, mus t  go
now." (Thank God for that. Edl.

BUILDINGTIPS
By Robert McAlpine
Junior
Hello, My  name's  Robert
Mc Alpine J unior and I 'm
going to be here every
mont h to help you t hrough
the const ruc t ion and
demoli t ion jungle:  and let 's
face it  - it  is a jungle Out
there - a lot  of  builders  are
'lat ter day  cowboys ' .  Rest
assured, t hough,  that  I 'm not
one of  them,  and in my  fi rst
helpline I 'm going to give
you a f ew t ips on how to
remove an interior support -
ing wal l . _
PREPARATION
( l )  Ensure all windows  in the
house are fi rmly  closed,
(2) Turn of f  (at the mains ) the
gas, wat er and electric ity
supplies.  * • • • • %.

hold lavatory  f  t4,,,,..

(3) Siphon the water , , , , I t i . .  , ••, , , ,

out  of  all the house- i
cysterns, and
ensure baths and i l
u a w s .
;  I i i t „
-
z _

basins have their N o t i Z .las
t
, ,

plugs in place_ l a s i
a
,

1
(4) Remove all I O N ,
downstairs and v a t %-

'
l
l
i
k
a
l

upstairs carpets.

to the ground
wit h rope.
(6) Send any
pets t o
kennels (or
get the
neigh-
bours  to look  af ter them)

(5) Secure any
exterior TV ariels

THE 'JOB' ITSELF
(1) Set up not  one, but  three
scaf folded support ing jois ts
(this gives a 66% margin for
unit  failure).
(2) St rip of f  all wal lpaper ex-
t remely  carefully  (you may
be able to re-use it).
(3) Soak the plaster in Sugar
Water and chip it  away.  Take
care not  to damage the
bricks beneath,  as these are
potent ially  re-usable as well.
( 4) Once the plaster is off, get
a s turdy  sc rewdriver and
begin scraping away  the
point ing bet ween the bricks.

This  last stage takes quite
a bit  of  t ime, as you can
imagine,  so I 'll cont inue next
month,  But  as you can see,
there's  no reason at all why
remov ing an interior sup-
port ing wal l  should be a
messy or dangerous  af fair - if
you do things  the Robert
Mc Alpine Junior way  that is

Any  const ruct ion or demo-
lit ion queries? Or may be
you've got  some short  cuts
or tips? Writ e to Mc Alpine
J unior - he' ll get  you sorted

ZERO 113
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GIVE OR TAKE

THE PRIZE CROSSWORD

Want to get rid of that old Dragon that's been lurking under your bed for
the last six months? No, not your Aunty Beryl! That old computer you'd like
to sell. Got some software to swop? Looking for a Pen Pal? Or do you just
want to tell the world wha t you've had for breakfast? Well, here's the
place. Put an advert in Give Or Take - for FREE! All you've got to do is fill in
the coupon below and send it to Give Or Take, ZERO, 14  Rathbone Place,
London W1P IDE. But remember you cannot sell software, or your granny,
and if you're operating a business you'll have to advertise in the classifieds
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to Give  Or Take, ZERO, 14 Rathbone Plaice. London W1P 1DE Oh ,  and don 't  forget your address and
phone number We  can't  accept any software sales, An d  private advert isers w ill have to  advert ise in  the
Classifieds sect ion.

Please include m y advert twh ich  is no  more than 30 words)
, u n d e r  t h e  f o l l o w i n g  
h e a d i n g :
HARDWARE E l  SOFTWARE E l  PEN PALS E l  LONELY HEARTS E l  WANTED 0 FANZI NES
MESSAGES AND EVENTS E l  BIRTHS, DEATHS. MARRIAGES AND DIVORCE E l

Name

Address

ZERO

Post Code

ACROSS
1 Vehic le for street celebra•
t ions (8)
7 Spil l ing into the pigs wil l  (4)
9 Coat ing for a dish? (5)
10 Thoroughf are (4)
11 Charming (8)
14 To govern our periphery
(5)
15 Possesses (4)
17 Ak in (4)
19 Agreement  in Warsaw,
perhaps?14)
21 J ohn  is always  addressed
this way  (4)
24 Blasé (5)
25 Comprehend (7)
27 One t ime(4)
2 8  Washed,  as in squeaky (5)
29  Honey  wine(4)
30 First  class (3,5)
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•  photocopy.

WARNING- ZERO cannot guarantee to  place every ad rece ived.
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Right when you've filled it in send it to Prize Crossword, Yikesl,
14 Rathbone Place, London WI P IDE. First correct entry out of
the hat gets a prize.

ZERO1

DO WN
1 I s t hmus (7)
2 Al ibi  in rhy me (6)
3 The perfect  t hingl (5)
4 Android (9)
5 Chunk  of  rock (4)
6 Type of  s word (4)
7 Given a bad rev iew?(6)
8 Just (4)
12 Chaos (7)
13 Edge(3)
16 Pos it ioned wit hin areal6)
18 Instructed (7)
20  Beer (3)
22 Scope (6)
23 Match wood  (4)
25 Amphitheatre (4)
26 War wound, perhaps? (4)
28  Tracey Chapman's  got  a
fast one (3)

HOLD IT!
If you think "Oh, I can't be
bothered to send anything at
the moment, it'l l  never get
printed!" then you're an idiot.
Think about it for a picosecond:
this is a fi rst issue, which
means we haven't yet got a
backlog of mail - so you see.
ther e's no bet ter  t i me to wr i te.
Scour  your  phot o al bums/ l ocal

•

paper s/ pl umber 's mer chants
NO W
Ever yone w ho sends somethi ng
In tha t  gets pr i nted wi l l  w i n
themsel ves a r ather  br i l l i ant
ZERO T-shi r t.  So i f you've got  a
letter for Black Spot or a tip for
Robert McAlpine or anything
else that you want to see in
print, then send i t to Vikes!,
ZERO,  1 4  Ra t hbone  Place,
London,  I N1P
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TIME is a visual feast, with over 100 locations and scores of animated characters.
A large orbiting space station to explore. time machines to discover and journeys
to make into the past liras e the battlefields of the Crimea, escape the lions of the
Circus Maximus and locate the Amulet of Merlin.

TIME is the journey of a lifetime!
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21 9 5
21.95
2 0 5 0
2 0 3 0
2 9 9 3
21 9 5
20 5 0
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Available: Amiga
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ZERO
THE ZERO/VIRGIN-MASTERTRONIC COMPETITION

IT'S A
MAKIN'
O H L .
land i t  comes in three parts)

FIRST PRIZES

SECOND PRIZES

RUNNER-UP PRIZES

g r i
n s

-4
0

1 1
. 4
.

,sou 4

W I N  E  5 0 , 0 0 0  WORTH OF PRIZES!!!

SO (count 'em, 50111) Sega Super Systems (Each
with the Sego console, I w o control pods, a  light-gun,
3-0  glasses and a free 3-1) game to get you
started)...

5 0  (count 'em, 50111) Goodmans 'Y uppi e  Blas te r '
CD/radios  (each with 1 6  track programmable
memory, 5 -band graphic equaliser, turbo bass boost
and loads loads more)

2 5 , 0 0 0  quids  worth (blimey!!!) of V i r g i n /
Master/Ironic software  i.e. about three squillion
totally brilliant games

1 0 , 0 0 0  quids  wor th (crikey!!!) of money saving
vouchers so you con save heaps of dosh when you
go shopping

The total  value of  these fabulistic prizes is fi f ty
blimmin'  thousand ' Q U ID ' ! ! !  And that ' s rather  a
lot of  money!! !
Turn over to see wha t you've got to do, but first.., a  word from our sponsors:
This unbelievably ginormous throbboid of a competition is being brought to you
by... ( ) )  The awfully  nice people a t Virgin/Mastertronic (2) The awfully nice
people a t Goodmans (3) Us, the awfully  nice people at ZERO (4) A three-toed
sloth called Barry (Number Four's not very true actually. Ed).
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hookability to boot. One
player it's great, two
players it's unbeatable,
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BROOKLANDS NEW ROAD, ST. IVES, CAMBRIDGESHIRE PE17 4BG. TELEPHONE 0480 496497
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It IT'S
A

: STIFFY•••

ly

•  Yes the
•  competition

c e
r t
a i
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y  
i
s  
a

stiffy. That
imams it's
rather 'hard' .
PAind you,
with such
lantabulous
prizes worth
such a
gargantuan
iithount of
dash, you'd
hardly expect
los to make it
easy, would
you? No
'What's the
day after
Tuesday
called?' type

0  questions here
matey
anyway, we
were saving
that one up
for the tie-
breaker).

re
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ZERO

AND IT COMES IN THREE PARTS...

BUT WHAT DO YOU DO???

THE ZERO/VIRGIN-PAASTERTRONIC COMPETITION

Yes, the competition comes in three parts. This is port one, (surprise, surprise)
and parts two and three will be turning up in the next two issues. You'll have to
collect all three competition 'cards' and using the map, answer all the questions
set. Then you'll have to cross reference between them, come up with an answer
(preferably the RIGHT answer)... finally send us the coupon you'll be getting
(in issue three).

Ahal Now  there's the rub. We 've  shown you the prizes. We've  given you the
map. We 'v e  explained about the compo 'cards'. But we haven't told you what
to do. So here goes.

Each month we'l l  be giving you (via a cryptic clue) a starting point on the
mop. From there you'll be sent on a little jaunt, cross fields and dales (well okay
then, roads and avenues) and told to note down certain destinations en route.
You'll have to keep a note of all the destinations each month, as you'll need to
refer to them all to complete the competition. Follow the clues below to find your
first destination.

Computer. Also write your  name & address on the reverse side at
:toques, Overseas orders please include E1.50 Postage & Packaging.

DEPTYS, 1 9  M e ln e  Ro ad ,
Stevenage, Herts SG2 8LL
ENGLAND

GAMES 1 3  1 7  (0438) 728042

Karl Marx  rises from the dead and points a
porky fi nger towards a  rather 'sausage?
road. Walk  up this and 'do a  right.'  Take the
next right, the next left and you should fi nd
yourself 'chez monsieur le facteur.i From
here, head down the hill of rather tall gates
and down the fi rst road you come across to
starboard. Very soon you'll come to the kind
of road that geologists would like  to live in.
All you have to do is jot down the name of
the very next road you come to (on the same
side of the road you're on already).

Next...

WHAT NEXT???

Address

1 e l.

-• • •

Next, turn left._ erm, well actually we've almost run out of room. This is a bit
like the end of most editions of Blockbusters - you know, the bit where 'Bob'
Holness says " I 'm afraid there's no time to go into the Gold Run right now (and
he pauses as if you don't know exactly what he's about to say next) b e
RIGHT at the beginning of the next show. Goodbye for nowt"

What that means (in case you haven't caught on yet) is that we'll be telling
you in next month's 'instalment' exactly where to wander next with the map on
this card. So don't lose it. Erm... See you next month. •
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AMIGA S T
le  5 5  1 6 9 5
19.96

• 1 8 9 5  1 8 9 5
1 0 9 5  1 8 5 5
1 6 9 6  1 6 9 5
1 6 0 5  1 3 9 5
1 3 9 5  1 3 9 5
1 0 9 6  1 3 9 5
1 8 9 5  1 8  9 5
18.95 1 3 9 5
10.95 1 5 9 5
1 3 9 5  1
3 5
6
1 3 9 5  1 3 5 5
1 3 9 6  1 3 5 5

1 8 5 5
16,05 1 8 9 6
1 8 9 5  1 6 9 6

1 6  9 6  1 6 9 5
1 9 9 5  1 9 5 5
1 8 9 6  1 3 9 5
1 6 9 5  1 6 9 5
ie  9 5  1 6 9 5
16 9 5  1 3 9 6
1 9 9 6  -
1 6 9 5  1 3 9 5
1 6 9 5  1 6 9 5
1 6 9 5  1 3 9 5
1 9
9 5  
1
6
9
6

18.95 1 3  9 5
18.96 1 3 9 5
1 3 9 5  1 3 9 5
1 6 9 5  1 0 9 5
13 9 5  1 3 9 5
1 3 9 5  1 3 9 5
1 6 9 5  1 6 5 5
1 8 9 5  1 3 5 5
1 6 5 5  1 5 9 5

.18,95  1 8 9 5
1 3 9 5 1 3 9 5

1 3 9 5  1 3 9 5
1 0 9 5  1 8 9 5
13 9 5  1 3 9 6
16 9 5  1 6  95
1 9 9 5  1 8
9 51 6 5 5
le  9 5  1 5 9 5
1 8 9 5  1 5 5 6
1 5 9 5  1 9 9 5
1 8 9 5  1 0 9 5
18,95 1 8 9 5
1 9 9 3  1 3 0 5
16 9 5  1 6 9 6
16 9 5  1 6 9 6
1 3 5 5  1 3 9 5
1 0 9 5  1 0 9 5
10 9 5  1 3 9 5
13.95 1 3 9 5

1 9 . 9 5 -
.
1
6
9
5  
1
3
.
9
5

1 6 9 6  1
6 5 61 6 9 6  1 3 9 5
1 8 9 6  1 6 9 5
1 8 9 5  1 0 9 5
1 3 9 5  1 3 9 5
1 6 9 5  1 8 ,5 6

SEO.A
2 0
3 021 0 5
26 50
2 0 5 0
17 9 5
17 9 52 9
5 021 9 5
2 0 5 0
21 9 5
2 0 5 0
20 5 0
21,95
2 0 5 0
21 9 6
2 1 9 5
21 0 5
21 9 5
21 9 5
2 0 5 0
2054)
2 0 5 5
21 9 5
20 0 0
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hookability to boot. One
player it's great, two
players it's unbeatable:
.

BROOKLANDS NE W ROAD,  SI IVES, CAMBRIDGESHIRE PEI 7 4BG. TELEPHONE 0480 496497
Available: Amiga E19.95. &an ST E19 95, PC E24,95, Archimedes E24 95. C64 cass, E9.95. C64 disk 09.95, Amstrad CPC cass E9 95, Amstrad disk E19 95.

Spectrum cass. E9.95. Spectrum disk E19.95 and MSX E9.95,
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